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THE ONLY MAGAZINE 

COVERING XL/XE 
AND ST 
MACHINES 



WIN A MERAK VIDEO! 



FEBRUARY/MARCH £1.50 



STAR RIDER 




ST 



AUTOBOOT FROM DRIVE B 
PROSPERO C REVIEWED 
AUTOROUTE -throw away the map! 



ATARI USER offers 



ATARI USER BACK ISSUES 

Your chance to get the ATARI USER back Issues for 1988 at 
a special orice 

Maybe you have just bought a 65XE or a new 130XE? 
Maybe you missed a few issues last year? Whatever the 
reason here is a great chance to get a lot more program- 
ming advice, stacks of type4n listings, news of software, 
reviews of all the year's releases and lots more. If want to 
get more from your Atari and save some money take 
advantage of this offer NOW! 




ATARI USER BACK ISSUE PACK - 10 ISSUES FROM 1988 for JUST £5! 

Price Includes postage in UK. Overseas add £3 for postage. Order * will be despatched by surface mail only 



10 OF 
THE BEST! 

the best listings 
from Atari User 
ready to run on 
disk 



GAMES VoL 1 



£3,95 



Featuring Chopper Rescue. Des 
Bells. Spacemaze, Mazemunch, 
Moneybags, Frank The Fruit Fiend. 
Duck Dash. Frogjump. Doctor 
Boris plus Get It Right for Atari User 
listings, TEN GREAT GAMES 



GAMES Vol. 2 



£3.95 



FeaJuring Colour Puzzle, Dam 
Trouble. ReversL Light Gun Blaster. 
Mine Runner. Breakin, Submarine 
Hunter. Tyrants of Torment, Clay 
Pigeon Shooting and Brag TEN 
MORE GREAT GAMES! 



UTILITIES 



£3.95 



TEN SUPER UTILITIES including 
DiscError. DiscEdit, DiSCview. 
Dump 15, Artshow, AutoDirecton/, 
DiscRenumber, Fullprint, DataEdi- 
tor and &0 Column. Great utilities 
for disk drive owners. 



ATARI USER TOOLKIT 

SAVE £3 

A super Toolkit for programmers, both 
novice and experienced. Toolkit adds a 
number of facilities missing from Atari 
Basic All these utilities included: CLICK 
Turn the key click on or off. DEL Delete 
lines or blocks of programs, REN Renum- 
ber your program, DIR Disk drive direc- 
tory. VAL converts hex/ dec/binary. GIR 
Calculates Atari User checksums. LVAR 
Lists all variables. CHANGE Alters names 
of variables. STRIP removes all RFMs and 
reduces program size and LISTING pro 
duces all the Inverse ana Graphics 
characters on an Epson type printer. 
Cassette 4295 
Disk £3/95 



DISK STORAGE BOX 



£4.95 



A hondy disk storage bos for up to 60 disks. 
Luxury padded PVC boxes are strongly made 
to protect your disks. Complete with the Atari 
User logo. 

ATARI USER DUST COVERS 

Protect your computer with an Atari 
User dust cover made in clear water 
resistant vinyl specially to fit the 130XE 
(also fits the 65XE) and 800XL. Com- 
plete with Atari User logo. 



130XE/65XE 

eooxL 



£3.95 
£3.95 



TURBO BASIC 



£3.95 



The best language for every Atari User. Speeds 
up your existing programs or allows you to write 
in structured, more easy to understand code 
Also includes a compiler to give you near 
machine language speed without any know- 
ledge of machine code. So simple to use, even 
a beginner will have no trouble. Check out the 
tutorial series in PAGE 6 ATARI USER for details of 
this superb language or see back issues of PAGE 
6 for some super demos, 
Only £3.95 complete with manual listing all the 
features of this great language - probably the 
best thing you'll ever buy if you want to 
program! 



ORDER 
FORM 

on page 41 



I OFFICE II - 
SAVE £5! 



One of the best serious prog- 
ram ever for the Atari, WORD 
PROCESSOR, DATABASE, 
SPREADSHEET, LABEL PRINTER, 
BAR CHARTS and COMMUNI- 
CATIONS all in one great 
package. Highly recommen- 
ded in every review, 
This is the program to take 
you beyond games 

PREVIOUSLY £19.95 
SPECIAL OFFER FOR A 
LIMITED TIME JUST £14.95 



SPELL ME 



A super program to teach young children word 
recognition and spelling, Each word has a picture 
and there are several levels and options, Leave the 
word on the screen to a low the child to match it 
turn the word off so that more effort is required or 
just have the picture to make things a little harder. 
Written by a primary school teacher for youngsters 
for 3 years and up r this will give your child a good 
start with words. 

Cassette £4.95 Disk £6.95 
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STAR RIDER 
Another Paul Lay 
masterpiece 



SUBSCRIPTIONS 
Annual subscription rates (6 issues) 

UK E9.G0 

Europe £13.50 

Elsewhere (sea) £13.50 

Elsewhere (Air) £21.00 



PAGE 6 ON DISK 

A disk containing all of the 8-bit 
programs from each issue of PAGE 6 
is available either separately or on 
subcrlptlon. Single price £2.95 per 
disk, Subscription rates (6 issues) 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



£24,00 

£30.00 

£30.00 

Please 

enquire 



SUBMISSIONS 

PAGE 6 wateomes and encourages ils read- 
ers to subrnii, aflides, programs ar>d reviews 
for publication. Programs must be submitted 
on disk or cassette, articles should wherever 
possiole be submitted as text files on disk We 
seek lo encourage your participation and do 
not have strict rules for submissions. If some- 
Hung interests you, wnte a program or article 
and submit it! Appropriate payment will be 
made for all published programs and articles. 

All original .nc *s. programs and olher mate- 
rial tn PAGE 6 is copyrighi oi (he author as 
credited. All uncrediled material is copyright 
PAGE 6, Unless containing the by-line "All 
Rights Reserved' any material in PAGE 6 may 
be reproduced by User Groups and other 
non-profit making organisations provided thai 
trie author's name is included and PAGE 6 is 
credhed as the original publisher Permission 
to publish elsewhere should be obtained from 
PAGE 6 or the author. Editors of newsletters 
reproducing maienal are requesled 10 send a 
copy of the relevant issue to me Fditorial 
address of PAGE 6. Whilst *e take whatever 
steps we can to ensure the accuracy of arti- 
cles and programs and the contenls of adver- 
tisements, PAGE 6 cannot be held liable for 
any errors or claims made by advertisers. 

ATARI (TM} is a registered trademark of 
ATARI CORP. All references should be so 
noted. PAGE 6 is an independent publication 
and has no connection with Atari or with any 
other company or publisher 



The next issue of 
PAGE 6 ATARI USER will be 
on sale 23rd March. Editorial 
copy date 20th February 
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The Regular Contributors, who provide the 
backbone of the magazine and tun general- 
ly he relied upon to come up with good 
articles and reviews, are .... 

Garry Francis Mark Hutchinson 

Matthew [ones John Davison 

John Davison Jr John Sweeney 

Paul Rixon Damon Ho worth 

All other contributors for this issue ore indi- 
vidually credited alongside their articles or 
programs. Thanks to everybody for sharing 
their work and enthusiasm with other Atari 
users. 

The coverphotos for the past few issues were 
taken by Paul Ling wood I hunkv to him 
unci to the various volunteer* who uarccd to 
dress up and apologies for not crediting the 
photos earlier. 

The background photo on the cover this 
issue is courtesy of NASA/SCIENCE PHOTO 
LIBRARY. The picture shows Earthrise over 
the horizon Of the moon taken from the 
Apollo 11 spacecraft in July 1969 which was 
the mission in which Neil Armstrong and 
Buzz Aldrln became the first humans to 
land on the moan. The overlaid photo- 
graphs are from Paul Lay's type-in machine 
language game Star RidtV in lids issue. 

Thanks to N0nd Griffith who continues to inspire 
no matter how many times you hear her. Van 
Morrison who snucli in as this mil being edited 
and to Robin Wiiliamson who, in The Barley, 
Scotland Yet and Verses at Pawfs, has ant e again 
reached previous heights. 

Serious? You bet! But Atari is supposed to be 
fun as well isn't it? 

The next issue of PAGE 6 could feature 
YOUR article or program, so SEND IT IN! 



RAGE 6 shews fust what you can do with your .Aran. With 
the exception of final output on a I .matron and use of a 
repro camera For the IfJtinas end photos, the magazine is 
prepared entirely with Atari bated equipment and software 
- not a Macintosh or iSM in sight! Hardware used includes 
130XZ 10 SO disk drive, 810 disk drive, #10 cassette 
{occasionally!}, 8SO Interface, NEC 8023 printer, IO40ST, 
SMlH Monitor, Atari SH204 hard disk drive, Cumana I 
meg disk drive, Epson RX 1 00 printer. Kyocera laser printer, 
Microstuffer printer buffo, Software Includes Superscript, 
Turbo Basic, Hermit, PC Intereomm, TAN-TALK, Print Wiz, 
PC intcrtomrn r STWriter, Pretext and Fleet Stmt Publisher. 
Ankles and program-. i.-ihm. : riV*J un XIJXE disks are sub- 
jected to various custom written pntgrams before being 
transferred across to the ST via TARl- TALK. Ait mafor 
editing is done with Protext and pages are lard out with 
Fteei Street Publisher. A disk with the finished pages is tent 
up to The Setting Studio in Newcastle /a typesetting bureau 
who really know what they Ore dolno with the ST I to be 
output on a Linotron 300 and, hey presto, finished pages 
are sent back. It really does work - at tost! Ail that is left \s 
to drop in the listings and photos- Well, It's not quite as 
easy as that, but you get the idea! 



RINGING THE 

CHANGES? 

W sn't it funny how life tarns out? Many 
I of you will remember on Editorial 
about three years ago saying that 1 
had turned down the chance to be Editor 
of the newly founded Atari User and here I 
am, effectively, the Editor of Atari User! 
This issue I have to welcome a lot of new 
readers to PAGE 6 ATARI USER and ex- 
plain a little about the hectic events of last 
November and how they will affect the 
magazine that thousands of Atari users 
have come to love over the years, Firstly 
an apology to everyone who was mightily 
confused over the 'merger' of Page 6 and 
Atari User, believe me it was just as con- 
fusing for the people at this end! At the 
time of discussions with Database both the 
November issue of Atari User and Issue 35 
of Page 6 were in their very final stages of 
preparation ready to go to the printers and 
there was simply not enough time to insert 
in cither magazine a detailed report of 
what was happening. We managed to get 
half a page in and Atari User found some 
space at the bottom of the Contents page 
but that was all that could be managed. 
The situation was not helped by hopelessly 
inaccurate 'news' items in some of the 
general computer magazines but hopefully 
by now everyone will know where they 
stand. 

So how does this 'merger' affect Page 67 
Not greatly, as regards the contents of the 
magazine, as you will see from this issue. 
We will take on board some of the people 
who wrote for Atari User such as Len Gold- 
ing and may introduce some other fea- 
tures such as a Top Twenty r if that is what 
you want, but in general we will continue 
to provide what we always have done, 
articles and programs written by people 
who love their Atari and not by journalists 
who are commissioned to write so many 
words to fill a page. The major change 
that you will notice is the change in the 
name of the magazine, or at least the 
change in emphasis, so that ATARI USER 
becomes the more prominent title. This is 
something that we needed to do to become 
much more noticed in the newsagents and 
among the software companies and in the 
advertising world and I hope that this 
alone will get us more notice in the areas 
where we have in the past taken second 
place to the Atari User of old. I will give 
you fair warning now that the name 
might change even further so that PAGE 6 
does not appear on the cover but, have no 
fear, the PAGE 6 name will live on in spirit 
and will make several appearances insidel 
It will be quite strange, and a little sad, if 
we do drop the name from the cover but, 
in some areas, we must bow to commer- 
cial pressures. 

If you are a long term reader then., there 



is no need to worry about drastic changes 
in Page 6 and if you are a new reader then 
I hope that you like what Page 6 has to 
offer and I welcome your feedback on 
what you want to see in the magazine. 
One thing to remember is that the maga- 
zine reflects your interests and mirrors 
your love of Atari much more than many 
other magazines. I hope that you will find 
that the magazine comes across with a 
much more 'personal' feel than many 
others as that is what everyone involved 
with Page 6 sets out to achieve. 

THE SURVEY 

Many thanks to all of you who took the 
trouble to fill in the survey in the last 
Issue. The last time that we asked the 
readers to express their preferences the re- 
sponse was quite low but this time those 
survey forms came flooding in! Photo- 
copies, pages torn out, re-typed questions, 
even folks going out and buying another 
copy of the magazine! They all came in, 
Thankyou.lt will take time to analyse your 
answers but many of your comments have 
been noted already and have influenced 
one or two things in this issues such as the 
Turbo Basic tutorial It was a great pity 
that the survey was composed and laid out 
before we took over Atari User as one or 
two of you pointed out but that is just the 
way things go. If you didn't see the survey, 
don't let that stop you sending in your 
views, we are always willing to listen! 

8 BIT SUPPORT 

At the recent Atari Show a few disgruntled 
Atari User readers made certain comments 
about Page 6 not supporting the 8 bit 
machines and being too heavily influ- 
enced by the ST. Sorry, folks but you are 
talking out of your expansion ports! One 
of the major reasons for buying Atari User 
was so that we could strengthen our com- 
mitment to the 8 bit. We could have just 
let Atari User disappear but we felt that 
continuing the name, in whatever form, 
would ultimately benefit Atari 8 bit users 
in general. Sure, we do cover the ST but 
there are many good reasons for doing so, 
which are far too numerous to cover here. 
Our recent survey shows that a good num- 
ber of readers are interested in the ST sec- 
tion even though they don't own an ST 
machine so we have no qualms about 
continuing to report the ST. Stop and think 
before you complain about the ST and iust 
work out whether there would be such 
events as the Atari User shows without it. 

Enough! Here's to a new year of con- 
tinuing support for Atari in all forms. 
We'll be there and I hope that as many of 
you as possible join us. 

Les Ellingham 
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THE CREDITS 

All of the usual stuff is on page 3 but here 
are the people who made this issue possible. 

Les EIHngham did the editing, layout etc 

Sandy looked after the advertising 

Mart' v did all those things around the office 
without whk h wp would not survive (espe* 
dally making the Editor's coffee!) 
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•BOXED BRAND NEW 

ATARI 850 

PARA LLEUSE RIAL 
RS232 INTERFACES 
Limited slock - £55 



NEW ATARI 

XF551 DRIVES 

now only £139.95 



ZYBEX 

on disk for XL/XE 

£5.99 

In our opinion this is the 
best fast paced action 
game ever written for 
Atari computers!! 



THE 

SUPER ARCHIVER II 

* J\m only THUE duplicator (will out perform all oltisr 
drive duplicators by appro*. 500%) 

* Built-in US Doubler (SpartaDos compatible) 

" Special editors To repair damaged prelected disk 
software and format disintegralion (for when you can't 
Ml a replacement II) 

* True double density (1 BOk per side) 

* Plug-in module and 6 solder wires for easy 
installation £59-95 



ANTIC AWARD 1988 'OUTSTANDING PRODUCT 

VIRTUOSO 

THE DESKTOP PERFORMANCE STUDIO 

Suddenly you are a music composer, a video artisl. recording engineer, and 
video animation director ... Virtuoso turns your Atari XL'XE into a live interac 
tive music and graphics instrument via 20 icon dnven editors and linkers. 
Virtuoso uses every one of the Atari's specialist features ■ hardware scrolling 
for ultra-smooth animation, 128 colours, interrupts for special effects, sprites, 
independent sound channel programming to create soundlracks, and powerful 
unique commands such as path, scale, rotate, speed, envelope. And when 
you've created your music, text and graphic anirnaiion masierpieces link theT 
together in real-lime!" The package also includes tetecommuncations editor 
to allow you to send'receive Virtuoso tiles via a modem 

£29.95 




aOMPUTEHKDUGE 



DISKETTES 



5.25" DS-OD 48 TPI 



£3.00 for 10 



C25.00 for 100 



TU R»V-JE3 1=TM 

THE INTEGRATED MODULAR BUSINESS SYSTEM 
IBM POWER WITHOUT THE PRICE!" 

Write in for more information on this truly amazing 

small business package a 



STAR LC-10 PRINTER 

Epson compatible printers with superb NLQ and very 
accurate linefeeds for graphics printing not normally 
found in this price range!! 

COLOUR £269 B W £213 S FEEDER £59 



HELP US TO HELP YOU! 

There * an astounding amount o( software and hardware add on* <CK tt>6 Alan B-bit computers 
throughout lhe world, in* question is, what do you, Ihe user, want 7 Give us Cher demand and w£ mil 
do our besl tu get ft! 

Tell us what your computer system comprises o1. whal your favourite software trs. youi IhOugrns and 
views. We are dedicated 8-brl Alari distributors and will remain so providing there are B-bfl users to 
Support. Sfi Spar* a couple Of minutes and write to us now' 1 We'll return Ihe hmB by keeping you 
Up-IO-da1e Ihrough our maiing list service WRITTEN ANY SOFTWARE? 



14, ROMILY COURT, LANORIDGE ROAD, FULHAM, LONDON SW6 4LL 

Telephone 01-731 1276 

ACCESS - MASTERCARD - EUROCARD ACCEPTED 



WIN A 
VIDEO! 



Here ot PAGE 6 we are so impressed with Jeff 
Minter's MERAK video that we have decided 
to give away FIVE copies absolutely FREE in 
return for the answers to some simple ques- 
tions. 

FIVE easy questions for FIVE lucky people to 
win a copy of MERAK 



1. What was Llamasoft's first Atari game? 

2. Who wrote the music for Merak? 

3. What are Jeff M inter's favourite beasties? 

4. What is the special programming 
language used in Trip -a-Tr on 7 

5* What small price will you have to pay for a 
copy of Merak if you don't win one? 




You don't need an ST to appreciate MERAK - described in 
PAGE 6 as 'a new art form' - Just a VHS video recorder so 
if you want to participate in a unique experience just 
write down the answers to a few questions and send them 
off to EHE MERAK COMPETITION, PAGE 6, P.O. BOX 54, 
STAFFORD, ST16 1DR. You have only until the 15th Febru- 
ary 1969 to send in your entry, after which date FIVE 
lucky winners will be drawn out of the cardboard box 
and the videos will he on their way. 

if you don't want to waft until 15th February (and you should n tO 
you can get a copy of MERAK ■ The Video by vending a < hrqut or 
Postal Order for £12.95 to Llamasoft, 49, Mount Pleasant, Tadley, 
Hants RtiSt 6?N 
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A NEW SPARTADOS 



Great news for all fans of I CD's 
SpartaDos is that a new cor- 
[ridge version has been de- 
veloped with only the manual 
to be finalised. SpartaDos X 
comes on a new style J X' car- 
tridge that will allow other car- 
tridges to be plugged on top 
with SpartaDos having com- 
plete control over the added 
cartridge, allowing it to be 
switched on or off. 
ICD claims that SpartaDos X 
includes 64k of the tightest 
machine code ever written' 
and, amongst many other fea- 
tures, it gives you more free 
memory in your XL or XE than 
i$ available with any other 



DOS. High Speed Dota transfer 
is available as standard with 
the XF551, U5 Doubler enhan- 
ced 1050 drives and Happy 
1050's with all densities sup- 
ported and the ability to hand- 
le 3.5" and 5,25" drives. It can 
even cope with Hard Drives 
and 8" floppies! 

The new SpartaDos will in- 
cluded full file ARCing with 
routines very close to the IBM 
ARC standard. SDX ARC is sold 
to be the fastest ond most effi- 
cient file compactor available 
on any 8 bit computer. Future 
options for the product include 
a Developers Toolkit, o Data- 
base program and an XEP80 



handler if there is enough 
demand. 

ICD have once again proved 
their commitment to the Atari 
XL/XE by spending a great deal 
of time and effort in producing 
SpartaDos X so let's hope that 
Atari owners worldwide show 
their appreciation. 

The price at the time of writing 
was not finalised but Andrew 
Bennett of Frontier Software, 
distributors of ICD products in 
the UK, confirmed that his 
company will be distributing 
SpartaDos X at the most com- 
petitive price possible. The pro- 
duct should be uvailable by the 
time you read this. 



NOT JUST A GEM! 



Whilst most attention is being 
given nowadays to the ST P a 
small company over in the 
Slates is working hard to up- 
grade the Atari XL and XE 
range to provide many of the 
features of the popular GEM 
system. Reeve Software have 
developed the Diomond(TM) 
graphics based Operating Sys- 
tem which will give youR XL ot 
XE the look and feel of an ST. 

The softwore provides u user 
definable cursor which can be 
operated by keyboard, joystick, 
touch tablet or mouse to access 
drop down menus with similar 
file handling capabilities found 
in the GEM system. Desk acces- 
sories can be installed and the 
environment includes Icons, Di- 
alog boxes and windows that 
can be opened and closed or 
moved, just as on the ST! The 
system is similar to the GEOS 
system of the Commodore 64 
which has increased the popu- 
larity of that machine even 
more and Reeve Software are 
hoping that Diamond will do 
the same for the Atari 8 bit 
machines. 

The standard Diamond hand- 
ler includes Desktop software 
that will enuble easy access to 
DOS but, of course any further 
software used wj|| need to be 
compatible so Reeve Software 
have developed several prog- 
rams to run with the system. 
The Diamond Programmers Kit 



includes macros for MAC/65 
and Basic source code to de- 
monstrate how to use Diamond 
and therefore allow you to 
write your own programs. Di- 
amond Write is a full featured 
word processor that allows mul- 
tiple fonts and multiple text 
sizes in a document and Di- 
amond Paint is a standard art 
package but with drop down 
menus. Perhaps of greater in- 
terest is Diamond Publish, a de- 
sktop publishing system for 
your XL/XE with, it is claimed, 
text flowing from column to 
column and around pictures 
with different fonts and font 
sizes Future products planned 
include Diamond Basic; Di- 
amond ASM and Diamond C 
The Diamond system comes on 
a super cartridge and retails in 
the States for J 59.95 with the 
support programs at J29.95 
dollars each. There is no UK 
distributor and with the pre- 
sent lack of interest amongst 
UK outlets in the 8 bit 
machines, there is unlikely to 
be one, but Reeve Software can 
be contacted at 29W150, Old 
Farm Lane, Warrenville, IL 
60555, U.S.A. There could just 
be a possibility that PAGE 6 
might try and distribute this 
type of product and a few let- 
ters to Reeve Software might 
show them that owners in the 
UK are interested in their 
products. 



ATARI IS ALIVE 
IN THE USA 

Want to hear some rumours? 
Maybe these are all facts but so 
little 8 bit product is now being 
imported that it is impossible to 
tell. Anyway, a few products re 
ported in the U.S. include Video 
Title Shop and Graphics Com- 
panion fTom Datasoft, and 
from No Frills Software, a prog- 
ram lo convert icons from Print 
Shop, Newsroom.. Awardware 
and Printpower, DOS XE for the 
new XF551 drive is also said to 
be near completion as is Atar- 
iwriier 80. the long announced 
and long awaited enhance- 
ment to Atariwriter giving it 
full 80 column support with the 
XEP-80. Apparently, Atari hove 
had to re- write the entire prog- 
ram from scratch, 

Also reported for the 8 bit is 
Karateka on cartridge with a 
two player mode and other car- 
tridges include, Summer 



CAN'T FIND 

ANY 
SOFTWARE? 

XL and XE software is becom- 
ing harder to find and many 
owners need to buy by mail 
order but even then it is diffi- 
cult to know just what is avail- 
able. One company, Sunaro, is 
trying hard to ensure that you 
can continue to buy software 
for your machine and has pro- 
duced a new 1989 catalogue 
which lists close on 200 games 
on disk or cassette together 
with over 40 ROMs and a 
dozen or so utilities and educa- 
tional items. There is also a 
good selection of software to 
clear at special prices and a 
vast number of ROMs for the 
2600 games console. 

Sunaro have been supporting 
the Atari since 1984 and, un- 
like many others, has decided 
not to jump on the SI band- 
wagon but rather to continue 
to provide exclusive support for 
the 8 bit machines. A copy of 
Sunaro's catalogue can be had 
by writing to Sunaro, P.O. Box 
78, Macclesfield, Cheshire, 
SK10 3PF 



Games, Mario Brothers, Desert 
Falcon. Ace of Aces, Eagle's 
Nest and Airball plus a new 
adventure on cartridge called 
DaTk Castle. It is not clear 
whether these are for the XL/XE 
machines or for the 2600 
games console, more likely the 
latter (let's hope not!). 

U.K. availability is unknown. 
A couple of addresses that 
might prove useful are Data* 
soft, 19808 Nordhoff PL, Chats- 
worth, CA 91311, and No Frills 
Software, 800, East 23rd St., 
Kearney, NE 68847 both in the 
USA of course. 



BALLBLAZER BOUNCES BACK 



Ricochet is the right name for 
a software label that brings 
back classics like Ballblazer 
which is now uvailable on cas- 
sette at the boroain price of 
U 99 not long after Atari 
themselves re-released it. Ball- 
blazer was originally produced 
by the team behind Lucasfilms 
and features two player action 
on a futuristic grid with some 



superb split screen scrolling 
which broke new ground on the 
Atari when it was first released. 
It Still remains one of the most 
respected of Atari games and 
has not since been imitated. 

Surely everybody has a copy 
by now, but if you are a new 
owner you can grab yourself 
one of the Atari classics at a 
real bargain price. 
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A joystick is a joystick, or is it? There is an amazing variety of 
joysticks on the market at the moment so a new one has to have 
something special. The Micro Blaster distributed exclusively by 
Compumart is a fairly standard design but is extremely rugged 
and comes with a normal 12 months guarantee of workmanship 
from the manufacturer but Steve Burke of Compumart is so 
confident of the construction that he says Compumart will give 
you a free replacement if you manage to break the stick under 
any circumstances! 

The Micro Blaster certainly feels solid and the travel of the stick 
in all directions is very small giving it a very tight' feel with a 
positive click when the direction is engaged. The mechanism 
inside comprises four micro switches around a solid metal shaft 
with a further two micro switches for the dual fire buttons. 
Underneath is slide switch which sets the fire button to normal or 
quick. The connecting lead is reasonably long at 1.4 metres with 
a standard joystic k connector. All in alt, this joystick comes 
across as a very solid, well built unit. The only possible drawback 
is that it is quite large and heavy for small hands to hold, but 
this is a criticism that can be levelled at many joysticks. 
There is not a lot you can say about reliability, it could take 
years to test a joystick to destruction! The Micro Blaster certainly 
feels more solid than many others on the market and would 
seem well suited to those who like tight, quick, control rather 
than the 'floppy' movement found on many another stick. 
The Micro Blaster costs £12.95 and is available from Com- 
pumart Ltd, Treepost (PA6),, Loughborough, Leics, OBR 



ACROSS THE SEA 
TO IRELAND 

If you live in Ireland you might be interested to learn of the 
Atari Users Group of Ireland who meet regularly in Dublin to 
provide Atari support. The groups contact has changed recently 
from that shown in recent Resource Files and the new man Ls 
now Mike Casey of 3, Sr. Kevins Park. Kilmucud. Co. Dublin. 
Meetings are held on the first Sunday of every month from 12 
noon to 4 pm at Powers Hotel, Kildare Street. Dublin and the 
group publishes it own newsletter covering programming, re- 
views, help and the like. 

Forthcoming meetings will include a demonstration on Video 
Digitising, a Music Month and a professional presentation on 
Desktop Publishing Practices so it looks like the Powers Hotel is a 
good place to be on Sunduy afternoon if you find yourself in 
Dublin. • 



CALLISTO COMPUTER CLUB 
FOR ALL ATARI XL/XE USERS 



SOFTWARE SALE! SOFTWARE SALE! 

Callisto Computer Club members enjoy: 

* Up Id 50% discount on top games 

" Exclusive software only available Id members 

'Public domain library - the best games I rum around iht world 

* Regular members newsletter and special offer information 

FREE MEMBERSHIP - Purchase any of trie software in the software sale 
listed below and you will be enrolled in Ihe club absolutely FREE 

FRUITMAN - exclusive to Callisto members, a full feature fruit machine 
simulation with bold, nudge, gamble and mazeman feature 



£1.99 Cass 
£2,99 Disk 
Rated 10 
£2.70 Cass 
£2.70 Cass 



ZYBEX - The best scrolling shoot 'em up game tor The Atari 
out ot 10 by Atari User. 
speed ace - 1 or 2 player motor bike racing. 
ZYBEX/SPEED ACE - double sided disk - unavailable in shops ■ Callisto 
price £7.99 Disk 

LAS VEGAS CASINO ■ Play Blackjack. Roulette and Craps without losing 
your shirtl £2.99 Cass 

ORACOhUS - Destined to be a cU: game E7.99 Cass E9.95 Disk 

LITTLE DEVIL - The game they tried to ban. £3,50 Cass £4,50 Disk 
4 STAR COMPILATION 1 - Laser Hawk, Domain Undead, Escape Doom- 
world and Panic Express £3.50 Cass 
4 STAH COMPILATION 2 - Dreadnought, Space Wars. Screaming Wings, 
Crumbles Crisis £3.50 Cass 

PUBLIC DOMAIN - sample disk or cassette of 6 programs 

- games and utilities. Includes 50p off voucher. £1.99 Cass £2.99 Disk 

Prices include FREE postage & packing in UK - overseas orders add £1 

Please make nut cheques or postal orders payable to 
Callisto Computers, Dept AU1 . Gwelfor, Nebo, Amwlch, 
Gwynedd, LL68 9NE Tel (0407) 830704 



Expand The Capabitites Of Your 8 Bit 
Atari... 

US Doublet 

Expanding ihu lfJWd-sk On**'? Strength is wluH kCLTs US Doubler is 
all aboul A irue pertor mar in the area ol hardware modihcaiions . this 
chip set quickly transforms your Alan irnlo a powerhouse. raot,i{ing with 
innovative teaautes never belore possessed by a IOM feaiures ike 
KIM double density for greater storage. single and double denjiiy 
support, ar. accelerated I/O rate to^M to mple your speed when 
cornpned with SpartaDOS and lull compatibility with easting Alan 
software £29.95. 




ISD-nubl^ 



El 

CDiHtnicLl»n itt 




PiBiCojintdUm 




This Disk Operating Syslurr h;i5 bitiin widely accLuTied jis IMS best 
DOS Igr tt»p- & bit Alan range SpprllOOS 1rr Jm ICO SuppdlE everything 

from 61 0 dis*. drives through RAM d ski Id hard disks. A special manu 
allows rapid iransfer tr&turft and IcOtingrun locking pHNps using only 
ti« Space 6ar. Option. Slad arid Select keys Tie i/lihty package 
supplied also **a r ur« a 32 character keyboard buffer. witeligent 
■witching between disk densities . a &nary Ai* gam* manu. Jubdir*ci0n«t 
and flmevtlala stamping. Ideal 1or use with 1he mew KF551. £29.95 

SpartBDOS and US Doubler Pack - Oily £49.95 

Now you're no te "qer limited to Atari compatible pn niers and mode ms. 
The P:H: Conn«|ban plugs dirvdly in1rjJh»senaJdi5kdnve pod of any 
6 bh Alan computer and provoas Ihe user with a standard CamTnnics, 
pnnret mredac* and two HS-J32 s*nal pods, II UtO draws Us power 
Irgm your eompLfler whic*i means one less cord hght'ng 1or a power 
pent while its compact iiie leaves yciur w&rk spncu virtually clutter irge 

The P;R; Connection's senai ports use a lully cumpat t>ki R hander 
and resamhla rhosp gr rh^ HaA AM »n!edace with the same signals and 
functions £69 4£ 

(CO Prinm Ccnnwrrorr 

ICD's Printer Connwiion is a Ctrrironics parallel pnnler intedace tar 
Atan 6 t>1 compulers whch plugs into lie computer's $«Hal penpheral 
pod andlhendireclyinloyo^rpr ner ll works will mos?par;illi?lpr nnrn 
and B D 1 1 software withoui I'm need for special driver sor:wate and 
incudes a built-in printer cable. L29 35 

FfMi*rFi^jr**l|«i<JiWr^^ai8bilCSSr^riiKli.MhasWion l 1 Bjsc Xb and 
Base *L and Ihc rarnatiNng C-D pnnkic» Ramba XL am H Tim* t fhoaw tt"ir <y 

n pncM IndMN VAT «nd F^^d 
P D ftji Hflincifliis. r^Tin v V iksJir H iiG^ OfJC \Jj*2Z\ G ' ■ 4C-^30S77 
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EDUCATIONAL 
SOFTWARE 

Last year 1 purchased an 800XL 
with disk drive as I have two 
sons aged 10 and 13. They love 
the machine but only use it for 
games. I would also like to use it 
as an educational training aid 
as my eldest son Ls way behind 
in his education and could do 
with extra tuition at home. I 
now know that the 800XL has a 
wide range of capabilities but I 
do not understand the 
machine's Susie and so I cannot 
work out any programs. 
What I am after is any listing 
that I can input for Maths, 
Spelling etc, or any educational 
programs. I have tried many 
Atari owners but all seem to use 
just games or utilities so please 
can you help? 

l . Shepherd* 
Birmingham 

There have utways been regular 
requests for educational software 
but wry little produced in the way 
of commercial programs or even 
USG r-wr ttUn software. Most of what 
is available is aimed at pre-school 
children, primarily because it is 
easier to write simple shape match- 
ing programs and the like. There 
have been one or two listings in 
past issues of PACT. 6 that might 
be useful notably Mast Heart 
Math.-; in Issue 28, and Turn The 



Tables from Issue J 6 (now out of 
print % 

I here are also a couple of 
Education disks in the PAGE 6 
Library of public domain software 
although these tend to concentrate 
on younger children but another 
disk called Word Builder might be 
more suitable as you can add you 
own words and definitions. We are 
always witting to publish listings of 
an educational nature but. truth to 
tell most of those submitted are so 
ordinary or poorly written that they 
do not do the Atari justice. How 
about a spelling program that 
allows patents to insert their own 
words perhaps with a brief descrip- 
tion of a word and four or five ways 
of spelling it? If it uses lots of the 
Atari's unique features, is user 
friendly both in play and in adding 
new words, and user proof welt 
publish it. There's a challenge! 



TURBO XEP 

I would like to answer Michael 
Da vies about Turbo Basic. You 
can autorun a Turbo Basic file 
on booting by naming it AUTO- 
RUN, B AS. When running a com- 
piled program you are cut off 
from Basic but you can chain 
compiled programs by denning 
file names with the ,CTB exten- 
der before compiling or by re- 
naming the files after compiling. 
Personally I think that Turbo 



Basic is the second best thing I 
did for my Atari after subscrib- 
ing to PAGE 6. I've also bought 
BASIC XE and I reckon Turbo 
Basic is just OS good. You can t 
return to Turbo Basic after using 
DOS but on the other hand you 
can t compile BASIC XE, As for 
value for money, BASIC XE 
definitely cannot compare! 
I have an XEP-80 hooked up to 
my 130XE with which BASIC XE 
is not compatible but Turbo 
Basic is not only perfectly com- 
patible but also solves the prob- 
lems of displaying and dumping 
Graphics 8 screens through the 
XEP-80 interface. Is there any 
literature for my XEP-80 or am 1 
the only one who purchased 
one? 

Jateph M CanuUeri 
Malta 

Thanks for the tips on Turbo Bask. 
Many readers will be pleased to 
hear that, in response to so many 
requests, we are starting a tutorial 
series on Turbo Bask: this issue and 
we hope that this series will answer 
many of your questions. Gordon 
Cameron has already sent in some 
cracking demos in Turbo basic and 
should give you plenty of hints in 
future issues. Be sure to write to 
Gordon and let him know what sort 
of things you want covered in the 
series so that he is not left 
stmggiing trying to work out exactly 
what it is you want to know. 



As to the XEP-80 we are not sure 
how many, or how few, were sold 
in this country and we ate certainly 
not aware of any supporting 
documentation We would be in- 
terested to hear from any readers 
who have the XEP-80 and more so 
tram anyone who has worked out 
any programs or patches that lake 
advantage of trie unit. 



TYPING TUTOR 

I am a newcomer to computing 
and am finding thai lack of 
typing skills is limiting my prog- 
ress. Would you know If a 
typing tutorial program is avail- 
able want to improve my typing 
skills with my Atari. Can you tell 
me if there are any programs 
available which would help me? 

G.D+ Pole 
Nottingham 

There have been a few commercial 
releases in the past but, as far as 
we are aware none are currently 
available. There was a listing in 
Issue 26 called FLEXIBLE FINGERS 
which will give you plenty of typing 
practice and you can begin by 
typing the listing in! If your typing 
needs that much improvement you 
can always buy the disk for Issue 
26 for just £2.95 with the program 
and all others from that issue ready 
to run. 



THE LOST SOFTWARE 



I do agree with the PAGE 6 
polity on piracy and copying 
but having frequently bought 
whole systems from people and 
having acquired lots of 'blank' 
disk 1 am amazed and dismayed 
by what I have found on them. 
Amazed at the quality und 
dismayed by the unavailability 
(officially) of some games and 
utilities. I realise that a lot of lop 
class game?; etc. were still bom 
because of piracy in the early 
stages, however it is a shame 
that these games never had the 
accolade they deserved and 1 feel 
sorry that their authors never 
had the chance to see their 
efforts acclaimed in print. 
Although 1 have reformatted 
90% of such disks and destroyed 
the illegal copies on them, there 
are some that 1 cannot bear to 



part with and I won't destroy 
them because I can't get the real 
thing, even second hand! My 
example of Last Starfighter is a 
case in point. It is far better, in 
my view, than the 'official' Star 
Raiders II, 

Some of this stuff is now 6 to 8 
years old, what has happened to 
the copyrights etc. of these still 
eminently playable games? 
Could they not be released offi- 
cially^ 

A long time Atarion 

We have kept these comments 
anonymous because they were sub- 
mitted on a survey form and not by 
letter but the points raised are 
sufficiently interesting to publish, 
particularly after the letter in the 
November Atari User regarding 



pirated software, in response to 
which we have had a number of 
letters asking for the address of the 
writer so they can get in on the 
action! This raises some difficult 
questions. Piracy is wrong but with 
so little software becoming avail- 
able nowadays for the 8 bit 
machines and with so much unre- 
leased material around it is no 
wonder that today's users want 
that software. We obviously can 't 
become involved in promoting illeg- 
ally held software but as it is 
unlikely that any company will now 
release these 'long lost ' programs 
what can be done to make them 
available? What is the copyright 
situation of these programs? In this 
country they would remain in 
copyright even though they were 
not released but do the same laws 
apply in the USA. or do copyright 



taws apply for only a limited 
period? Perhaps one of our Amer- 
ican readers would advise. We are 
not advocating that anyone pounce 
on these programs in the excuse 
that the copyright has expired but 
perhaps ffrc original authors now 
have the rights back and cannot 
find anyone to publish for them? 
FAGl 6 would be quite interested 
in discussing a possible marketing 
arrangement with anyone who has 
'unreteased material' or programs 
that were once released but are no 
longer available but the likelihood 
of any company or author respond- 
ing is pretty remote. Most probably, 
wnoever owns the rights to these 
programs has forgotten that they 
even exist! So, what can we do 
about the wealth of software that is 
still unavailable for the Atari? Any 
ideas? 
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GENEALOGY 

] am writing to ask you if you 
can help me find a genealogy 
program, I have tried the usual 
software outlets both here and in 
the .States but none have any in 
stock. Can you put me in touch 
with William Benbow who re- 
viewed three packages in Issue 
30 of PAGE 6? 

Paul Thomas 
Birmingham 

We have had a surprising number 
of enquiries about genealogy prog- 
rams and always find such 'minor- 
ity interest' enquiries quite interest- 
ing. There is virtually no chance of 
a retailer stocking this kind of 
software in the UK .so the oniy 
thing you can do is write direct to 
the people who produce the prog- 
rams. For the 8 bit, the best 
program is probably Family Tree by 
Direct Lines .Software, 4755 dam- 
boo Way, Fair Oaks, CA 95628, 
USA. and for both the 8 bit and 
ST there is a program called 
Compute Your Roots from Wasatch 
Genealogical Software, 2899 West 
7550 South, West Jordan, Utah 
84084, U.S.A. There is also another 
ST program by a company called 
Flying Pigs SoftwQKfl) which we 
recommended to another reader a 
while ago but now can 't find the 
address. Whoever it was we recom- 
mended it to was very pleased with' 
the software but could he please let 
us know the address once again! 
There is another program for the 
ST called I he Generation Gap 
(might even be the Flying Pigs one) 
which we don't have details of at 
the moment but which will be 
included in demo form in the PAGE 
6 ST Library by the time you read 
this. Finally you might be interested 
in subscribing to a quarterly maga- 
zine called Genealogical Computing 
from Ancestry Inc., P.O. Box 476, 
Salt Lake City, UT 84110, USA. 
Annual subscription is $35 includ- 
ing overseas postage. If you want 
more details from any of these 
companies, drop them a line., 
mention PAGE 6 and enclose a 
couple of International Reply 
Coupons for their response. Most 
small American companies are only 
too willing to heip. 
As for writing to William Benbow 
or other contributors, we don 't 
usually give out contributors 
addresses unless they have given 
specific pennission but we are 
always happy to pass on your 
letters if they are in an envelope 



addressed to the author and are 
enclosed in another envelope 
addressed to PAGt 6 with a request 
to pass the letter on. Remember 
that you should enclose a stamped 
addressed envelope if you expect a 
reply and in the case of contribu- 
tors like William Benbow, who lives 
in Canada you should enclose a 
couple of International Reply 
Coupons. 



CONNECTING A 
BROTHER 

I have been offered a Brother 
HR5 Epson compatible 9 pin dot 
matrix printer which has a 
standard Centronics interface so 
when I buy this interface for my 
80OXL would it be possible to 
connect it to my computer and 
use it with Atari Writer or Paperc- 
lip word processors? 

HoLger Kkwer, 
Kingston upon Thames 

There is still a great deal of 
confusion over printer interfaces. 
Some printers come with a choice 
of a plug in serial interface or 
Centronics parallel interface and 
many owners assume that if they 
buy the Centronics interface they 
can fust plug it into their XL or X£ 
machines. Not so. Any printer with 
either a built-in or optional Centro- 
nics interface wiil work, with the XL 
or XL machines but only if used 
with a special Atari printer inter- 
face. The cheapest, and the best, of 
these is the 1CD Printer Connection 
available from Frontier Software at 
P.O. Box 113, Harrogate, HG2 QBE 
for £29.95. Buy yourself one of 
these and you can connect any 
Centronics compatible printer to 
your Atari but you might find that 
you have problems in choosing 
software to use with any printer 
that is not Lpson compatible. You 
should have no problems in using 
either Atariwriter or Paperclip with 
your Brother or with almost any 
other printer. Paperclip in particular 
is suitable for a variety of printers 
as you can define your own printer 
drivers. 



AROUND THE WORLD 



I'm writing to ask if there are 
any Atari users who would like 
to be a pen-pal with me be- 
cause, believe it or not, here in 
the nine islands of The Azores 
there are only 24 Atari owners, 
three of whom own STs. Soft- 
ware is practically nothing with 
onJy a few budget gomes like 
Bali bl usler. Buggy Night, Dig 
Dug and Hyperblast and not 
much more. The only good 
.software I have was given to me 
by a friend of mine in America 
although I recently bought Mini 
Office II even though it was 
difficult to get Sometimes at 
school I have discussions with 
friends about the superiority of 
the Atari against the Spectrum 
and when 1 try to prove them 
wrong my arguments go down 
the drain beaju.se of the lack of 
software- 

I have also written to Pulsar 
Software to see if they can send 
me information about Fig Forth 
as I want to amplify my 
machines horizons with such a 
language. 1 would like to thank 
all the team that has been 
responsible for producing Atari 
User in the past and especially 
Andre Willey for his marvellous 
work and [ Look forward to 
hearing from anyone who wants 
to write to me. 

C Olios Jorge Sousa . 

la Rua da Ttrreiro 39 f 

Sao Ruqmv 

Ponta Delgada 9500, 

Sao Miguel, Azores.. 

Portugal 

The Azores, eh? We are always 
getting letters from people in this 
country complaining about how 
difficult it is to get software or meet 
other users but can you imagine 
how difficult it must be for Atari 
owners in some of tlte more far 
away countries? One interesting 
comment related several times in 



the recent Survey was that some 
readers would like to know what it 
is like to be an Atari User in other 
countries, so here's a chance for 
some of our overseas readers to 
write in and tell us about software 
availabiiity T local user groups, sup- 
port from Atari r what contact they 
. have with otiier users etc. If we get 
enough response we will run a 
short International column in the 
next few issues telling, you exactly 
what it is like in all those far flung 
places. So let's hear from our 
readers in Norway, West Cerniany, 
Sweden, Greece, United Arab tmi- 
rates, Kuwait, New Zealand, Au- 
stralia, The Falklands, Turkey, Peru, 
Finland. Italy, Tanzania, Czechoslo- 
vakia, Switzerland, Iceland, Jordan, 
South Africa, Malta, Yugoslavia, 
Poland, Spain, Saudi Arabia, Zim- 
babwe, Venezuela, Hungary, Israel, 
India, the Solomon Island* and 
even Papua New Guinea' Believe it 
or not these are just some of the 
countries when: PAGE 6 is read! 
Let's hear what it is like out there. 



FASTER CASSETTE 

I am very new to ATARI and 1 
am having problems with my 
XC12 tape recorder. The problem 
is that it is too slow r so I was 
wondering if there is an upgrade 
to make it faster? 

Blair Sutton 
Brighton 

Yes, there is. A company called 
Rambit has been producing various 
cassette upgrades for several years 
and they have developed upgrades 
specifically to enable faster loads of 
l)olh your own and commercial 
software. Rambit offen advertise in 
Page 6 and will be happy to send 
you details of their products if you 
send them a s.a.e. to 16, The 
Green, Thuriby, Bourne, Lines, 
PE10 0H8. 
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'HP 

Canis It Letters 



Write to Maiibag to air your views 
on Atari or ask us for advice? 

Send your letters to 
Maiibag, PAGE 6, P.O. Box 54, 
Stafford, ST16 1DR 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 



OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



The program listings in PAGE 6 are prepared carefully to ensure that 
tht:> can be typed in at easily as possible. Before typing, any listings 
ensure that you are familiar with the use of the Shift ond CONTROL 
and INVERSE keys as outlined in your computer manual. The listings 
are prepared to match exactly what you see on screen. Every character 
that you may see in a listing is included in the chart below for cross 
reference. By using TYPO 3 you can ensure that you type In the 
programs EXACTLY as they are printed. Remember, a single typing 
mistake may mean a program will not run, 

WHAT ARE THOSE CODES? 

I'ach tine of a prog rum printed in CAGE 6 begins with a special two 
letter code. THESE SHOULD NOT BE TVPED IN. They ore used by the 
program TYPO to check that you hove typed each line correctly. I F 
YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING PLEASE 
DO SO NOW. The program can he used as you type in each line of a 
program or to check an already typed program. The cade for each line 
will match but if you have problems check the listing conventions 
below carefully, you ore most probably typing a CONTROL character 
Incorrectly. TYPO 3 cannot check whether a line has been missed so if 
yew have problems in running a listing count the lines in the program 
and ensure none are missing. If the TYPO codes match and the 
program stlU does not ran, LIST it to cassette or disk using LIST "C:" or 
LIST "D filename", switch off the computer, re-hoot and then ENTER 
the program using ENTER "C:" or ENTER "D; filename". Save this 
version in the normal way, 

HOW TO USE TYPO 3 

ype in the listing carefully for although you can use TYPO 3 to 
heck itself (see 6 below) it may not work if you hove made 
mistakes. 

2, SAVE or CSAVE a copy of the program, 

3, Each time you want to type in a program listing RUN TYPO 3 first. 
The program will install a machine code routine in memory ond 
then delete itself. Now type in a line as shown in the magazine 
excluding the first two fetter code and press RETURN. 

4, A two letter code will appear at the top left of your screen. If this 
code matches the one in the magazine carry on and type the next 
line. Note, the code will not match if you use abbreviations. If you 
prefer to use abbreviations LIST the line you huve just typed, move 
the cursor to that line and press RETURN, The code should now 
match . 

5, If the code does not match, use the editing keys to correct the line 
and press RETUHN again. Repeat if necessary until the codes match, 

6, To check a fine you hove already typed LIST the line, place the 
cursor on that line and press RETURN. 

7< When you have finished a listing just SAVE or CSAVE ft in the 
normal way. 

You can type in a program without using TYPO 3 and then check it hy 
SAVEing or CSAVELng a copy of the program., running TYPO 3 and 
then LOADing or CLOAOlng your program and proceeding OS in step 

6 above. 

Always SAVE or CSAVE a program before running ft and always use 
TYPO before telling us that a program will not run. 
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REM KMMKMMHICKKKltWWMMMMMMIIMMM Ii MWMM 

HEM * TYPO Til by ftlec Benson 

* June 1985 
REM * A proofreader for ANTic and 

* PACE 6 based OR TYPO IX 

» published by AHTIC Magazine 
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EL 4 REN 
^G toe GRAPHICS o 

HC 118 FDR 1 = 1556 TO 1791:REfl0 A :CK = CK*A: 

POKE I, As NEXT I 
C& 120 IF CKO«765 THEN ? "Error in DATA 

statements - Check Typing 4 ' :EWD 
VM 130 A=U5RC1536J 

UT 149 ? s? M TVPO III is up and running": 
MEN 

layu DATA ie4 r i6B,tf J ia5,Z6 J 3 J 2fli,6? 
±01© OAT n 248 , 8 , 200 * 280 , 206 § 192 , 36, 208 
08 1028 DATA 242,96,280.169,75*155, 2&j 3 
RK 1030 DATA ZOO, 169, 6, 155, 26, 3, 162, 0 
RR 1040 DATA 18 9,0,228, 157, 79,6.232,224 
TO ±050 DATA 15,208,245,169,93,141,83, 6 
kC 106O PAT A ±69,6,141,84,6,173,4,228 
til 1070 DATA 105, 8, 141,95,6,173,5,228 
BK ±080 DATA 105,0,141,96,6,169,8,162 
KK 1890 DATA 3,149,203,262,16,251,96,0 
ZR 11O0 DATA 0,0,0,0,0,8,0,0 
|_D ±±10 DAT A 0,8,0,0,0,0,32,94 
JN 1120 PATA 6,8, 72,2*1,155, 240, 55, 230 
TU 1130 DATA 203,133,209,138,72,169,8,133 
TW 1140 DATA 208,162,8,10,38,208,6,209 
MF 1150 OAT A 144,7,24,101, 203 , 1 44 , 2 , 230 
RL 1160 DATA 208,202,206,239,133,207,24,1 
65 

TH 1170 DATA 204,101,207,133,204,165,205, 
101 

AH 1180 DATA 200,133,205,165,296,105,0,13 

3 

HH 1190 DATA 206, 104 , 170 , 104, 40 , 96, 138 , 72 
MR 1206 DATA 152,72,162,0,134,207, 134, 208 
GF 1218 DATA 160,24,6,204,38,205,38,206 
EA 1220 DATA 30,207,38,206,56,165,207,233 
TH 1230 DATA 164, 170,165,208,233, 2,144,4 
SIC 1248 DATA 134,207,133,208,136,206,227, 
162 

CB 1250 DATA 6,165,207,133,204,165,200,6 
KH 1260 DATA 2 04,42,201,26,144,4,233,25 
MB 1270 DATA 23© , 204 , 282 , 208 , 242 , 1 33 , 285 , 
169 

BC 1280 DATA 128,145,66,280,192,40,208,24 
9 

Utl 1290 DATA 165,204,105,160,160,3,145,88 
aa 1300 DATft 165, 285, 24, 105,161,200,145,8 

8 

MCI 1310 DATA 32, 69, 6, 104, 168,76, 1S3, 6 
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Transdisk IV 

l#i Now Only £19.95! 

Now 1 * your chance to upgrade your cassette games to disk wilh |he most 
powerful lape la disk utility tor me Atari - and at a special summer otter price! 

What makes Transdisk IV so powerful' Ifs the ONLY tape to disk ulility for the 
Atan thafwil:- 

• Hartdte any type ol cassette format 

• Handle cassettes that load extra levels (multi-load) 

• Remove protection from cassettes automatically 

• Transfer more than one game to one disk 

• Use all available memory on XL and XE computers 

• Handle cassettes that require all 64k of memory 

• Support the Atari 1050 disk drive density 

• Support modified double -density dish drives 

Requites: Atari 800XL 65XE or 130XE Computer with disk drive and cassette 
recorder. 

Transdisk IV is supplied on disk and comes complete with step-by-step 
instruction booklet. No omer programs are required - the system is completely 
self-contained. 

Price: tl 9.95 (save £5.00) inclusive of first class delivery. 

Also available:- 

The 



• Freezes tape or disk programs 

• Outputs copy of frozen program io a Wanh disk 

A Copy run 5 on any computer independent or Freezer 

Requires: Atari BGOXL, 65XE or 130XE with disk drive. 

Price. CI 4.95 inclusive q1 first class delivery. 

Transdisk IV and The Fteezet together £30 00 - save another C5.QQ 

To order phone w^h credit card no gr make cheque or P.O. payable to: 
Digicomm Computer Services Ltd and send to: 



DigiComm 



170 Brad welt Common Boulevard, Milton Keynes, 
Bucks MK13 BBG. Teh (0906) 663703 



ARE YOU MISSING 0UT7 

You've got lots of questions about your computer but don't 
know who to askl We do! You're not sure which software is best 
for your applicator! We do! You'd like to keep up to dale with 
new releases and be sure they a re a good buy. but who's going to 
tell you? We will! You would love to get lo know oiher Aljri 
enthusiasts, but you don't know how 1 We do 1 You warn io get 
some ol that 'Public Domain' software you've heard about, but 
where from r> We know' You don't want to feel like you're the 
only Atari owner in the world, but where can you turn too! Well, 
we can help! Great, but who are you?? 

We are the largest (and oldest } Atari Computer Owners Club 
in the U.K. For iusl £B.l)0 per year you gel help, assistance, hints, 
tips, friends, pen pal s, access to PD software, up to dale 
information, games, utilities, hardware projects, software 
reviews, programming lutorials, and d glossy dub magazine 
every quarter. 

A club magazine as well" One of those photocopied things 
that is unreadable, eh! Well no, It's professionally produced, just 
like 1hLs magazine you're reading. It's called MONITOR, you may 
have heard of it? Yes, friends of mine have read it and say it's 
greal! How do 1 join the dub and get my copy of MONITOR'-" 
Easy jusi send a cheque or postal order lor £5.00 to the addT,--> 
below requesting a lour issue subscription. Overseas 
membership is £8.«) fsurlace) or £12.00 (Airmail). 

You won't be disappointed!! 

The U.K. Atari Computer Owners Club 
P.O. Box 213,Southend-on-Sea 5 Essex, SS1 2QF 

Independent User Group 
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PRESENTS 

1. PAINTBOARD 
2. NETWORK & KING'S PERIL 

Features ol Pain (board include; 

• 128 ootours displayable el the same time 

• High resolution graphics mode 15 used 

• 3 Brush speeds 

• 1 1 pre defined brush shapes 

• User definr shapes 

• 30 commands available (inc. zoom* till, colour, line, box, circle, airbrush, pen, 
load , save, gallery, etc.) 

PaJntboard can be used to doodle;, as an electronic paintbox or to design 
electronic: circuits etc. Supplied on TDK cassette together with demo pictures, 
picture viewer, format COrwerier r picture dumper and a help program 

The Network is an interesting and challenging puute which will give you tours 
of tun trying to complete. 

The King's Peril is also an interesting puzzle with many variations, (knowledge 
of ctiess useful here). 

PAINTBOARD PACKAGE Efi.£9 

NETWORK A KING'S PERIL £1.99 

Both, programs run on any Atari, except the ST, with at least 48 k 
Prices inc. postage & packaging 
Make chatjues/POs payable to Amethyst Software and send with your address 

b: 

AMETHYST SOFTWARE 
Dipt. AU, 3 Oban Avenue, D* La Pol* Avenue, Artlaby Road, 
Hull, North Humberslde HU3 6SB 
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THE VIRUS 
DESTRUCTION 
UTILITY 



The article last issue on viruses yove details of how to 
obtain The Virus Destruction Utility from Richard Kars- 
makers in Holland, The method of payment, through a 
bank transfer, was somewhat complicated so we have 
arranged that you may pay direct by ordinary cheque 
or Postal Order. Vour disk will be despatched immedi- 
ately upon receipt of your payment. 

To order your copy of The Virus Destruction Utility 
send a cheque or Postal Order for £6.95 made payable 
to Richard Karsmakers to: 

RICHARD KARSMAKERS 
IB BAKKERLAAN 15 III 
NL 3582 VB UTRECHT 
THE NETHERLANDS 

Your registered copy will be despatched by return and 
you will be eligible for updates as indicated in the 
article. 

Since the article was written we have received a copy of 
the most up to date version of The Virus Destruction 
Utility and it appears to be very comprehensive and 
easy to use with options not only to destroy any viru- 
sues but also to protect your disks uauinst future virus 
infection. You may not have any viruses but you never 
know and The Virus Destruction Utility is a small price 
to pay for peace of mind. 
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A while ago Bryan Kennerley 



One of the major, but sadly underused, capabilities of the 
POKEY sound chip is that of 16-bit sound. As you 
probably know, the SOUND command of BASIC can 
produce 255 pitch levels with any particular distortion, covering 
a 3.5 octave range. Although this is quite acceptable for many 
applications, it by no means stretches the chip to its limit. By 
joining two sound channels together, however, the pitch can be 
represented using two bytes, suddenly increasing the number of 
pitch levels to 65536. This increases the number of octaves 
available substantially from 3.5 octaves to over 10.5. Also, since 
the notes an? much closer together, some interesting effects can 
be produced. 

A musical note can be played with the pitch being varied 
slightly every vertical blank interval (50 times a second), causing 
the note to ' warble', an effect commonly heard on the Commod- 
ore 64 (although this is built into the hardware of the SID chip), 
and increasingly on the ST series. 

Table 1 shows the bit usage of location 53768, the audio control 
byte (commonly called AUDCTL). Bits 1, 2 and 7 are concerned 
with distortion so we will ignore these. A brief mention of clocks 
is needed however (bits 0, 5 and 6). As you may or may not 
know, the POKIY chip as well as controlling sound production, 
also regulates the timing ot various input /out put functions such 
as loading from tape/disk, counting down hardware timers etc. 
To make these operations more flexible, the chip is capable of 
running at three different speeds: 15Khz, 64Khz and 1.79MhZ' 
these are the values for American Atarls, but apparently British 
Ataris run slightly faster. The lowest notes are produced using the 
1 5 Khz clock although these generally have little musical quality 
and are really just streams of clicks. The 64 Khz clock is used by 
BASIC, the familiar 3.5 octaves being the highest available at 
this dock rote. Since the notes get lower as the pitch number gets 
higher, n is not hard to see that if 16-bit sound is implemented 
using either of these clocks, only very low octaves would be 



brought you Original Synth, 
now he explores the 

possibilities of linking sound 
channels together to 
produce 16 bit sound 

gained. The clock should therefore be set to 1.79Mhz if 16-bit 
sound is used. The result of all this is that a value of 80 (64 + 16) 
should he placed in location 53768 to enable 16-bit sound. If you 
haven't done so already, type in the listing. You will see 4 
variables at the start - DIST, WAIT, AMP and STEP. DIST is the 
distortion level and volume of the sound, calculated by: 

DIST = Distortion * 16 4 Volume 

The significance of the other three variables will hopefully be 
explained by Figure 1. 

WAIT {0-255) is the number of (If ties {50ths of a second) before 
the note starts to warble. 

AMP (1-127) is the number of jiffies that puss before the direc- 
tion of the warble is reversed - this is also propor- 
tional to the length of the wave, and finally: 

STBP (0-255) is the amount added ^subtracted from the note 
pitch every jiffy, 

Incidentally, quite a good lightning effect can be obtained using 
the following parameters and the highest octave available; 

DIST = 15, WAIT = 0, AMP = 127, STEP = 4 

Three functions are also available from within the main prog- 
ram. These are accessed via the function keys: 

START - move entire keyboard down 1 octave. 
SELECT - toggle cassette unit on/off. 
OPTION - move entire keyboard up 1 octave. 

One small problem I encountered while writing this program 
was in silencing the notes. If the volume is set to 2ero when no 
key is pressed and then reset when one is pressed, an unsoundly 
click is produced, spoiling the effect. This can be overcome by 
zeroing the pitch instead of the volume. This works fine until you 
realise that when a distortion is used, sounds are still produced 
with zero pitch. The solution is a compromise, zeroing the pitch 
at all times, but only zeroing the volume if an impure tone is 
being used. 

Although this program allows frequency modulation only 
volume modulation could easily be added to the VBl routine, 
and a music routine could use pitch/volume tables to dictate the 
progress of the sound. This of course could be done using all four 
8-bit channels, the result being something like that in Interna- 
tional Karate, or using 16-bit sound like that in AR-The 
Dungeon, but unfortunately the alternative (no music) is that 
which is used all too often. Hopefully this will soon change. 



Bit Description 

7 4 bit poly enable 
6 Clock channel 1 with 1.79Mhz 
5 Clock channel 3 with 1.79Mhz 
4 Join channels 1 &2 (1 6-bit) 
3 Join channels 3&4 (16-bit) 
2 High pass filter on channel 1 

clocked by channel 3 
1 High pass filter on channel 2 

clocked by channel 4 
0 Switch clock base from 64Khz 

to 15Khz 

TABLE 1: Bit usage of AUDCTL, 
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BH 
ZC 
PI 

KC 
HU 
NM 



REM MMMHKUHM H Mi 



IT 



REM * 

REM * 

REH * 

REM * 

REM * PAGE 6 MAGAZINE 



by Bryan K*nn»rl*y * 

. * 

EHCLDlHD W 



REM MKKttHMMWWWMMMMMMttMMMl 
o REH 
2M 100 

Y A 110 HAIT=ZO 
AC 120 AMP=2 
FO 130 STEP=3 

JK 149 IE PEEKC2070D = 141 AMD PEEKCZ9002J 

=6 THEN 340 
UM 150 REM 

160 FOR H=2B672 TO 29 86 9 : READ D ! POKE M 

j O : NEKT X 

TD 170 DATA 173 , 34 , 2 , 1 4 1 , 1 37 , 6 , 173 , 35 , 2 , 1 
Ui 13 0, &, 162,0,142 ,126, 6, 20 2 , 14 2 , 13 5, & 
. 169.120,141, 129, 6 
JR 100 OAT A 173,140,6,141,135,6,169,0,141 
, 6,210, 141, 1, 21 0,141,2,210, 173,139,6,1 
41,3,210,169,00, 141 
JC 190 DATA 8, 210,169,3,141, IS, 210, 169,6, 
160.65, 162, 113, 32, 92, 22 0 , 16? , 0 , 14 i , 1 30 
, 6, 141, O, 210, 141, 2 
MM 200 ©ATA 218,169,256,141,131,6,169,0,1 
41,3,210,173,31,206,201, 7, 2O0, 118, 169, 
0,141, 13 5,6,173,220,2 
CJ 210 DOT A 201,17,288,26,169,0,141,220,2 
, 141, 200,2,169,6,172,137,6, 174, 130,6, 3 
2, 92, 2 26, 16 9, 255, 141 
MS 220 OATA 2S2,2,104, 96, 173, 15, 210, 41, 4, 
201, 4, 2 4 0, 101, 173,9,210,205,131,6,240, 
194,173,140,6, 141 ,13 6 
BE 230 DATA 6,173,9,210,141,131,6,10,160, 
18 5, 162, 113, 141, 8, 218,141,132,6, 185,16 
3,113,141,2,210, 141,13 3 
TK 240 DATA 6, 2 00, 5,173,132,6,240,155,169 
, 120, 141,129,6,16 9, O, 1 4 1 , 1 20 , 6 , 173 , 139 
,6, 141,3,210,169,1 
OL 250 DAT A 141, 130, 6, 76 ,<09 , 112 , 173 , 135 , 6 
, 201,1,240,136, 169, 1, 141,135,6, 173, 31, 
200,201, 6, 240,22,201 
EM 260 OATA 5,240,7,281,3,240,48,76,89,11 
2,173,2,211,73,0,141,2,211,76,09,112,1 
73, 134 , 6 , 2 01 , 6 
TG 270 DATA 240,24,162,0,30,162,113,62,16 



!7fl 



BL 



3,113,232, 2 3 2, 16, 2 4 6, 173 , ZOO ,2,56,233, 
48, 141, 2 00, 2,230, 134,6 

ZBO OATA 76,69,112,173,134,6.240,240,1 
6 2, 8, 94, 163, 113, 1 Z 6 , i 62 , 1 13 , 2 3 2 , 2 32 , 16 
,246,173, 200, 2,24,185,48 
LH 238 DATA 141,200,2,206,134,6,76,09,112 
,173,130,6, 240, 09, 173, 136, 6 , 24 0, 6, 206, 
136, 6, 76,159,113,173 
IIP 300 OATA 12 0,6,24 0, 32,173,132,6,56,237 
, 142,6,141, 132,6,176, 3, 206, 133, 6, 230,1 
29,6,173, 12 9, 6, 205 
VU 310 OATA 144,6,200,35,286,128,6,76,147 
, 113, 173 , 132,6,24,109, 142,6,141,132,6, 
144, 3, 230 , 133 , 6, 206 
5E 320 DATA 129,6,173,129,6.205,143,6,200 
,3,230,120,6, 173, 132,6, 141,0, 210,17 3, 1 
33, 6, 141,2,210,76,95,220 
FN 330 REM I'-lAIiliMJilfil 

UO 340 RESTORE 35B:F0R K-29090 TO 292l7:ft 

EAD D : POKE H, 0 £ NEKT H:0CT=3 
DR 350 DA T A 152,12,240,14,40,11,0,0,0,0,0 
,0,0,0,0,0,244,3,0,0, 132,3,8,5,166,2 
360 DATA 112, 4, 04,3, 24S,Z, 0,20, 0,0, 20, 
21, 0,0, 0,0, 19 2, 17, 192, 23, 160, 26, 0,0,0, 
0 

370 DATA 120,7,152,5,0,0,76,6,104,0,12 
0,9,60,13,0,0,224, 11, 200, 15, O, O, 16, 14, 
152 , 10 

GP 380 DATA 0,10,160,6,0,0,0,7,76,5,0,10, 
240,5,232,7,2 24,0,52,4,0, 0, 100, 3, 0,0 

M5 398 DATA 2 04,2,192,4,0,0,36,3,0,0,200, 
16, 96, 22, 0,0, 0,0, 0,19, 40, 25, 0,0 

HA 488 REM HJJIMJ: MiJI! Ld ' ■ J»l 7M1 

TD 410 IF DI5T>=160 AMP 0IST<=175 TMEM FO 

R W-20756 TO 26768 : P8KE X, 234 ; NEXT X 

VK 420 REM M*iU^Z FM«»'M :W;1 AM Mi 

va 430 POKE 1670 , OCT 

AL 440 POKE 1675, DIST 

AN 45B POKE 1676, WAIT 

UF 460 POKE 1677, AMP 

FR 470 POKE 1670 , STEP 

AI 400 POKE 1679 120-AMP 

UZ 4 90 POKE 16 00, 12 0+ AMP 

IF 500 POKE 712,2 

IB 518 POKE 732,0 

LG 520 K=U5RC206721 

OA 530 END 
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Figure 1: Explanation of Parameters, 
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Figure 2 - Notes on keyboard 
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> You are hopelessly lost in this Adven- 
ture, no one knows where you are, least 
of all you. What now? 

> PANIC 

> That will not help you, the authors of 
this Adventure want to make you a 
quivering wreck 

> HELP 

> O.K. just this once. Try reading John 
Bamsley's article in PAGE 6 



It is surprising how many people try to solve an adventure 
without taking notes and I bet that there are thousands who 
have given up on till sorts of adventures. The only way to 
become a competent adventurer is through experience but there 
are ways in which you can help yourself and I hope to show you 
one way in which you can come closer to solving almost any 
adventure. Advanced players will already have worked out their 
own system of mapping but for the Beginner or Intermediate 
level player here are some tips that will help you get through 
almost any adventure, providing you can solve the puzzles! 
It is essential to maintain a clear record of your progress in a 
tidy and readily accessible manner, what you need to do is 
develop a system that will be flexible enough to cater for most of 
the adventures you may come across. I have used a simple 
system of A4 sheets over the years that has served me well. This 
'system' allows for the clear recording of: 

EXACT LOCATION with brief description 
OBJECTS FOUND 
CHARACTERS ENCOUNTERED 
AVAILABLE EXITS FROM EACH LOCATION 
'CONDITIONAL' EXITS 
COMPASS HEADING 
SHEET NUMBERING 
RANDOM ELEMENTS 
BASIC MAZES 



fir*-*':. 



4- o 



□ c 
]["□□□[ 



L 



□ □□□□□ 



] □[ 



jnnoan 



□□□□□□ 



] i 



□ □ 



MAPPING 



We'll look at each of these items in turn but first lei's take a look 
ut the mapping sheets. The simple and inexpensive system 1 use 
will be described in more detail shortly but firstly it should be 
appreciated that very few adventure programs give a hint to the 
player as to the number of locations to be found. Whilst it is 
reasonable to expect that a Level 9 adventure will offer in excess 
of 190 locations, the majority of games fall within the 75-125 
location range. Many adventures have very few locations with 
many more problems, but this by no means implies that the 
larger adventure is short of puzzles! Experience will tell you what 
to expect from a particular software house or writer 
To help you In forming an effective map system I have designed 
a basic A4-size sheet - of TWO designs - which will provide for 
the vast majority of your needs during the course of the game, 
with most of your education' recorded on a single sheet!! The 
two basic sheets are in vertical and horizontal format, as depic- 
ted in Figures 1 and 2. Sufficient space should be allowed around 
the perimeter of each sheet to provide for the insertion of adjoin- 
ing sheet markers. It is advisable to carefully draw one copy of 
each of your two MASTER sheets and photocopy a supply for 
actual use which works out at about four pounds per hundred 
sheets on average, based on current charges. 
Each working sheet should be uniquely numbered or lettered for 
identification during play. It is difficult to advise on the insertion 
of your FIRST location but a general rule is to commence as near 
as possible to the centre of a horizontal unused sheet. This can 
be adjusted as the layout of your adventure map becomes 
clearer. 
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YOUR 
/ENTURE 



JOHN R. BARNSLEY 
LETS YOU IN ON SOME 
OF THE SECRETS OF A 

'S ADVENTURING 



GETTING STARTED 

Right, let's assume that you have your sheets drawn out and 
photocopied and are ready to play. Boot up you favourite adven- 
ture and read on. 

EXACT LOCATION 

Insert in each box a brief title of each location you visit. In some 
adventures the first few locations may all seem alike but in the 
main all descriptions differ slightly, e.g. Rocky Plain, Rock Strewn 
Plain, etc. - be careful J Desert, forest, jungle and cave-tunnel 
locations are sometimes deliberately included in the form of a 
maze to confuse you, and will thus have the same location 
descriptions - or will they? You should read the text description of 
your current location very carefully as there may be a subtle 
difference in the wording which is easily missed by a cursory 
glance, e.g. Twisty Little Passage, Twisting Little Passage. Basic 
maze mapping will be covered more fully later, so don't dwell on 
it at this stage. 

OBJECTS FOUND 

Carefully note in each location box any particular objects 
found. Enclose these items in brackets so as not to get confused 
with the location description when you come to study your map 
again some time later. Try not to fill the box with useless items - 
include ONLY those which are likely to serve a purpose in your 
quest, unless of course it helps you to differentiate between 
similar location descriptions! Examination of some objects may 
give a clue as to their future use or otherwise. Naturally, with 
many adventures, some objects do not manifest themselves until 
you carry out u particular task beforehand. An example of this is 
a knife hidden in a drawer, or BEHIND it! In these cases it may 
he to your advantage to also note the drawer (or table/cupboard 
containing the drawer) to enable you to remember that there is 
something hidden in THAT particular location. 

CHARACTERS ENCOUNTERED 

Note the locution of F.VERY character that you come across - 
alive or dead! - as even dead characters may have a use, e.g. 
they may be wearing special clothing, concealing an object(s), a 
food source for monsters/plants, etc. Bear in mind that SOME 
characters are there to kill you or otherwise impede your prog- 
ress, so try to avoid the nasty ones if at all possible - sometimes 
you are allowed just ONE move to run away! TALKING may help 



but don't bank on it!! 

Be prepared for random appearances - SAVE GAME often - these 
usually occur within a set area of your adventure so mark the 
boxes within that area with a small asterisk and add a brief note 
of the situation on your map sheet. There is usually a way 
around these characters but you need to find the necessary items 
or learn spells/words to overcome them. Avoiding them tempor- 
arily gives you lime to search and think! 
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MAPPING 



continued 



AVAILABLE EXITS 

Indicate EVERY possible exit from each location: NORT H - 
SOUTH - EAST - WEST - NORTHWEST - NORTHEAST - SOUTH- 
WEST ^ SOUTHEAST - IN - OUT - UP and DOWN as shown in 
Figure 1, After entering a directional command, try moving in 
the OPPOSITE direction to ensure that you return to the previous 
location - if you don't however, carefully note where this move 
takes you It may be the start of a maze (see Maze mapping 
notes) or simply that you only appear to move whereas you 
really stay put in your original location - the 'O.K/ response 
from the program doesn't help you in this respect! Check the 
loc ution description carefully and also the exit options and if this 
is so then mark it as at 'A' in Figure 3, A number of adventures 
have deliberate ONE-WAY routes so be careful! You should also 
be aware of the inescapable dead-end trap - again, SAVE your 
game often!! 

If you reach the edge of a sheet be sure to show also where your 
current map is continued on the next sheet. 

CONDITIONAL COMMANDS 

You may be prevented from progressing in a particular direction 
until you have satisfied certain pre-conditions such as possessing 
certain objects, attaining a defined score or performing specific 
tasks beforehand. Of course, the simple action of not OPENING a 
door may also prevent progress! I remember a relatively simple 
problem, when I first started adventuring, which baffled me for 
hours ■ that of trying to actually move in a direction when all 
that was required was the command 'GO DOOR' or GO BUILD- 
ING' ... Scott Adams you caught me!! 
A 'conditioner exit should be indicated on your map by a 
broken or dotted line to differentiate between these and normal' 
directional exits. You should also show any precise wording 
necessary, e.g. 'GO ENTRANCE', BOARD SH1P J , etc. Believe me, 
it is all too easy to miss this important point come next time! 

COMPASS HEADING 

Your master sheets should include a simple compass symbol and 
your location directions should strictly comply with this. It may 
be necessary, to economise on space or avoid using a completely 
fresh sheet for just one location, to disobey this rule slightly tn 
this case always start your directional line correctly and add the 
true direction Leili-r. as shown in Figure 4. 
A small problem may arise by using this method, where a 
further location Ls, to use the example, directly East. You can 
by -pass the locution you have drawn as shown. To keep things 
tidy always break/curve' a route when it crosses the path of 
another. A complex map can be easily condensed within a small 
area this way yet still remain clear to the eye. 

SHEET NUMBERING 

Simply number (or letter) your map sheets in sequence. Show 
EXACTLY where a map route leaves one sheet and, more impor- 
tantly, where it joins another. If you are taken to a distant part 
of the adventure as you move off the current sheet then indicate 
which sheet you will progress to. Similarly on the new' sheet 
show where you came from ... all this is very basic stuff but can 
save hours of frustration when you return to your adventure in a 
few days!! 

Try to keep all directional routes in a 'true' line, e.g. NORTH as 
in Figure 5, 
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RANDOM ELEMENTS 

All the previous map-making comments will apply to approxi- 
mately 80% of adventure games, however you will also encoun- 
ter, sooner or later, the infamous f random-chance' element 1 

A good example of this type of adventure is Worm In Paradise' 
(Level 9) which can be extremely confusing, even when you 
believe that you have mastered the Eden Transport System, This 
is because certain elements of this adventure are randomly 
generated upon EACH loading!! This gives a different set of 
conditions each time you play, in certain locations of the game. 

BASIC MAZES 

The best way to cover this aspect of adventure mapping is to use 
what is commonly referred to as 'Standard Procedure' referred 
tyo in Figures 6 to 1 1 , Bear in mind that some mazes may be 
randomly generated and are therefore impossible to map accu- 
rately! 

So, what is a MAZE? Essentially it is a group of locations 
incorporated into an adventure in a usually successful attempt to 
confuse the player's sense of direction and current whereabouts! 
Sometimes you may be lucky and discover that movement in the 
opposite direction to your last move places you exactly where 
you were previously. This type is, therefore, not so much a maze 
as a set of similarly described locations. 

The true maze places you in a completely different location 
when you reverse your previous directional command, some- 
times quite a considerable distance from where you thought you 
were! Once you have established where a maze was fust encoun- 
tered, go through your game once more and SAVE just prior to 
that stage, taking careful stock of your current inventory. 

The simplest way to successfully and accurately mup a standard 
maze is to DROP one of your carried' (or 'worn ) items in each 
location as you progress, collecting them again by following your 
new map when you have completed the maze section of your 
adventure. 

You may only be carrying four or five items at this stage but, 




usually, this is enough. Be especially careful to RE-TAIN YOUR 
LAMP as it may be dark in there and if it isn't then maybe night 
will fall while you're in there! Also, any fragile objects may need 
some form of 'cushion' before you drop them to prevent accide- 
ntal breakage. 

Let us assume a hypothetical situation. You are carrying a 
sword, stick, knife, key and lamp. You are also wearing a cloak, 
The maze consists of a (so far) unknown number of locations. 
When you reach your first maze location DROP the KEY and 
write the location description in your location box - pencilling in 
the key for now. Indicate ALL the visible exits from this location 
(your first maze location should now be as shown in Figure 6). 
Incidentally, this maze section' of your map should be construc- 
ted on a SEPARATE sheet of paper to avoid confusion! 
Now, leaving the KEY where it is, move WEST, Oh, great! We're 
lost!! Or so Jt seems. Note the description of this new location and 
we find it to be exactly the same, but without a key. Draw in this 
new location and note the visible exits. (Your map should now 
conform to Figure 7), Now DROP the STICK and write it down - 
uuain in pencil - in this new location. You do not need to know 
the exits as this mapping method works either way - we simply 
try to move in every possible direction, indicated or otherwise, 
until successful! 

Assuming that you cannot move West, let's try NORTH. If you 
see a KEY then simply draw your directional line to join the first 
location. For the purpose of this example we see not a key but a 
STICK! You really haven't moved out of the location at all!! Show 
this fact, leaving the stick where it is, on your maze map and try 
another exit (Figure 8), 

Now try NORTHEAST and you find a convenient Clearing. This, 
so far, is a completely different location description and there is 
no need in this case to drop an item in this location. But, you 
should STILL note all the visible exits. (Figure 9). 

Continue around the maze using the adopted procedure until 
ALL maze locations have been shown and ALL possible direc- 
tions followed. Our hypothetical maze now conforms to Figure 
10. Looks quite complicated doesn't it? But study it closely, it 
really is quite simple! You see, you could have been wandering 
around for quite a while - getting hungry and tired, lamp 



running low - yet there are only four 'Lost In Forest' locations!! 

Now follow your new map and collect your dropped items, 
erasing the pencilled notes, and continue with your quest. 

1 only wish e\ r ery maze situation was as simple as this - 
sometimes it appears more daunting than it actually is! 
Although not an Atari adventure, the 'Maze Of Sodden Hillocks' 
(Sic!) contained in The Shadows Of Mordor' (Melbourne House) 
contains just THREE LOCATIONS!! (Figure 1 1). You can see that 
the majority of directional commands do not actually take you 
anywhere! As a point of interest this particular maze was map- 
ped by adopting the standard procedure, before the necessary 
action was taken to move the logs, whilst the J dark' mazes in this 
same adventure were similarly tackled but with the various 
permutations of matches and crystal to provide light! 

In the main, mazes are extremely difficult to map, with other 
factors to contend with, such as: 

(a) Limited number of moves 
{b) Darkness 

(c) Randomly generated directions - remember the Bed- 
quilt in 'Colossal ?! 

(d) Your dropped objects being covered by mist or smoke- 
...even washed away!! 

NOW SOLVE YOUR OWN 
ADVENTURES! 

So there you have a personal view on getting to grips with 
adventure mapping. I would stress that this article is NOT 
Intended to teach you all you need to know about adventure 
mapping, it is merely a collation of my own personal methods 
and offered us a basis for individual adaptation according to 
needs. Hopefully these methods will help you to reach the end of 
an adventure you may be stuck on, there is nothing better than 
having solved a good hard adventure! 

Finally, remember your adventure map is only as good as the 
next lime you need to use it r so compile it with tare and 
attentiorir 
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Split Baud Rates With Any Atari 
RS232 Interface 



Did you know that it is possible, despite what the experts' 
soy, to obtain split baud rates on the Atari 850 or 
similar R5232 interface - including P:R connection? No? 
Neither did l r until very recently. 

It all started when I received a copy of the source code for the 
R5232 handler which I use with my Datatari interlace. While 1 
was looking through the listing, it dawned on me that it should 
be possible to get the handler to operate at split rates (which it 
was not originally intended to do) by using a few direct POKEs 
from within a terminal program. Since at the time the expert 
opinion was that the 850 interface was totally incapable of split 
baud rates, I naturally assumed that this would only work with 
the Datatari interface, so 1 constructed some program patches for 
two versions of the Amodem terminal program (Amodem4 and 
Amodem7), labelled them as being for use with the Datatari 
interface and the RHAND RS232 handler (which I use) and 
uploaded them to my favourite BBS, The ARK. I was naturally 
curious as to whether this would work with the 850 interface, so I 
asked the sysop to try it out. and thought no more about it, until 
1 noticed a message from a fellow user to the sysop claiming that 
the patched program had worked with his P:R Connection (sup- 
posedly more-or-less identical to the 850 interface), 
I was, of course, very interested by this, so I asked the sysop if he 
would try it with his 850 interface. Imagine my surprise when ] 
next logged-on to find that my patch was being hailed as the 
greatest discovery in Atari 8-bit communications! Apparently, 
the patch had worked on the 850, and the sysop (James Bast- 
able) was quite understandably excited. I hardly need to tell you 
that ] was just as excited as him! The repercussions of this 
discovery should strike iar into the world of Atari 8-bit comms, 
almost everyone still thought it was impossible, until shown 
otherwise and, as far as I know, even Atari themselves do not 
know about it, otherwise they surely would have capitalised on 
it! Maybe now the Atari will benefit from a widely available 
ViewData compatible terminal program. 
That's the story behind the discovery, so I'll now get down to 
explaining how to obtain split baud rates on your humble Atari 
850 Interface Module! 



Timer Value 


Baud Rate 


2976 


300 Baud 


19661 


45.5 Baud 


17891 


50 Baud 


15727 


56.875 Baud 


11925 


75 Baud 


8128 


110 Baud 


6646 


134.5 Baud 


5958 


150 Baud 


2976 


300 Baud 


1484 


600 Baud 


739 


1200 Baud 


490 


1800 Baud 


366 


2400 Baud 


179 


4800 Baud 



by Geoff McHugh 



Table 1 - Timer values for specific baud tales 



Ok, where should I start? I suppose a very basic explana- 
tion of what happens in your interface handler is as 
good as any. The handler, basically, sets up the baud 
rates using the POKEY hardware timers, which are stored in the 
Audio Frequency registers AUDFl - AUDF4 (locations 5D200, 
$0202, SD204, 5D206). 

1 discovered that AUDFl and AUDF2 store the timer value which 
represents the transmitting baud rate (i.e. the speed at which 
your Atari sends data out), and that AUDF3 and AUDF4 store the 
timer value which represents the receiving baud rale (i.e. the 
speed at which your Atari reads data in). 
The timer values are stored as two-byte integers (i.e. have a 
value of between 0 and 65535) and the values corresponding to 
each baud rate are shown in Table 1. 

Let's take an example. Say you wanted 1200/75 split buud rates 
to access your favourite Bulletin Board (obviously The ARK!). So, 
your transmission speed is 75 baud, and your receiving speed is 
1 200 baud. Look at the table, the timer value corresponding to 
75 buud is 11925, and the timer value corresponding to 1200 
baud is 739. Set your other parameters, parity, translation mode, 
word length, etc. first and when you use the XIO W36 commund 
(or it you are using m/c then when you call CIO with the cmdno 
36) treat the baud value as 0 (300 baud - this is simply for 
convenience). After you have entered CONCURRENT I/O mode 
(XIO #40) then POKE (or equivalent, depending on your prog- 
ramming language) the timer values into the POKEY registers 
AUDF1-4. 

In this example, the addresses and values to be stored are as 
follows: 

Memory l ocution Byte Stored 

53760 ($D20O) 149 (S95) 

53762 (SD202) 46 (J2E) 

53764 (JD204) 227 ($E3) 

53766 (5D206) 2 (J02) 

The values can be explained like this: 

Tx rate: 149 4 (256*49) = 1 1925 (75 baud) 
Rx rate: 227 + (256*2) = 739 (1200 baud) 

That's about it! I am quite proud to have discovered this 
seemingly anknown use of the 850 and I hope that it will allow 
all Atari owners into comms to gain a little more enjoyment 
from their favourite Bulletin Board or even try others they 
previously thought wen 1 inaccessible. 

I would like to thank some people for their help and inspiration. 
First of all, thanks to lames Bastuble and his Bulletin Rourd, The 
ARK. If it were not for both |ames and The ARK BBS, I would 
never have made this discovery, for it was from this source that I 
obtained the Source listing for the RS232 handler. I would also 
like to thank an ARK user who I know only as NIT RAM (or 
Marti n) h who convinced James to try the patch out on his 850 
interface. Last, but certainly not least, I must thank Page 6 
magazine, who have REALLY supported the Atari 8-bits, when 
others have only pretended. If it were not for Page 6, I would not 
even have found The ARK BBS, which has featured so prominent 
ly in this breakthrough. 

So remember, even if you are told something is Impossible, the 
chances are that it's not as has been demonstrated in PAGE 6 on 
other occassionsl * 
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S<C0r>dl Odl I yr f SO' r £19.95 
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Mpernnceew Silica Shw ^jttial>Si t>W wr.if.f. 



StLlCA STARTER KIT: worth over EOT. Fftft 
with every Alan ST compute' bougffl irmn Siiita 
PRQFESSiQNAL PACK: \ ree busrw j^l-^r^ 
■H toaoii-FM *-id MEG* ST i bouBm kom s*ca 
DEDICATED SERVICING: < lut-nm* Aftri irenoJ 
staM w?h ywsoi ejtpeneni* 'jh *i*n wr -ij 

THE FULL STOCK RANGE An Ol irtuf AM 

nM^jirwTunlt Irom or» til*t* 

AFTER SALES SUPPORT: The jiji at Hh v? 
dadicalao w help you oel the bast 'rr^n your ST 
FREE CA TAL L> Cilt£S: Uiittd direct lo your home 
as jiXin m we print Ihern Inalu'irg ofters aa anril 
«. all or ihe us* '9iAMft* 

ffleT OYERMtGHT DEUVERT! On all n«rtiw*-e 

ordera shipped wilh>n the u*. "t»nia"d 

PRKt MATCH PFHJUNSf.- We Mill match comp- 

•lllo/ion a 'mm product ume price basn 

FTtEE TSCHHiCAE HZLPUME Full hir»1aam 01 

Aim 1 UKnmi'jtl «j(»oj ehaayi ar vour eorvm 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY, 



DO YOU OWN AN ATARI ST? 



If you already own an Atari ST computer and would iwe to be reg«sie*ed on our mailing Hsl as an 

ST .i*nr. fcil u* know We will be plMSed 10 send you oqp«« qi our price hSta, anr| nawslnlhars 
FREE OF CHARGE as 1hny becomaj auailaUa. Cpmphibn Ihn- coupon and return it In our Sidcup 
b>anCh and becjir eKperiercirg a spetciaJist ST service lhet is second 10 none. 



To: Silica Shop Ltd, Dept PSlX 0269. 1-4 The Mews, Hatherley Road, Sidcup. Keni. DA14 

PLEASE SEND FREE LITERATURE ON THE ATARI 
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I ST | 



SILICA SHOP: 



Mr/Mrs/Ms: 
Address 1 



Ir.iials 



Surnarrie: 



SIDCUP Mail Order) 01^309 1111 

f-4 me Mews, Hamertey Roan. SiCcup, Kent, BAf* 4D* 

OPEN: MQtf-SAT ftam - 5.30pm LAi£ NtilHi. I H:OAY Aim - 7pm 



LONDON 01-580 4O00 

$2 Tottenham Court Road, London, W1POBA 
OPEN: MON-SAT 9.30am - fj.PflprTi LATE NIGHT: rVCWrr 



LONDON 01-629 1234 exit 3914 

Seltrtdg&s f 1st Ttoor.t, Oxford Street, London, WtA TAB 
. OPEN: MON-SAT ffdrtt - fiOQprt> LATE NiGHT: THURSDAY flam - 3pm 




Postcode: 



Oo you already own a computer 
If bo, which one do you Own'' 
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If you hove been up to Blackpool Lately, or other seaside resort, you might recognise 
Headbangcr. The object of the gome is simply to knock down the funny heads as they 
pop up from the craters. You can t keep them down for long though and they'll pop up 
far more again and again until your time runs out or your joystick breaks. To get more 
time knock more down. 

To clobber a funny head use your joystick to position the club to the right of it with 
the base of the shaft about the same level as the top of the head. Then press the button 
to drop the club head directly on the top of the funny head. If you get a direct hit the 
head will nop in. If however the club is too low or too close or too far away it will be a 
miss With a little practice you'll get it right - and practice is one thing you will get a* 
they pop out and stick their tongues out at you 3 

Game play starts as soon as the game loads. Subsequent games are started by pressing 
the joystick button. 

by Bill Halsall 










TYPING IT IN 

Cassette and disk users should type in Listing l r SAVE or 
CSAVE a copy, then RUN the program. The program will 
check each line of data and inform you of any errors. 
Correct any cirors you may encounter and RUN the program 
again until all errors are eliminated. When this is done 
answer the cassette /disk questions accordingly to create a 
boot tape or binary disk file. 

Cassette users should load the boot tape created by firstly 
removing all cartridges and then turning on the computer 
while holding down the START key (XL and XL owners 
should hold down OPTION as well). Press RETURN and the 
tape will load and run automatically. 

Disk users should type in Listing 2 and save it on the same 
disk as the binary file created by l isting 1. RUN the Listmy 
2 program with the disk in the drive and the game will loud 
and run automatically, 

A special note for disk users - if any other programs have 
been used prior to Listing 2 being loaded it is recommended 
that the computer be turned off and on again before the 
program is run to ensure that the game isn t corrupted by 
any data left in memory. 
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HEADBANGER 



HO 1 HEH WWW -B M M WM X WM M HW.KMMHW K M #M 

Iff 2 REH * HEADBAHGER * 

ZC 3 REM * * 

UH 4 REM * tv Bill Hainan « 

5R 5 REM * - » 

KC 6 REN * PAGE 6 MAGAZINE - ENGLAND * 

HU 7 REM W WW JI M M WII M IlHWM fc il lCK M X i m i f MM JtMMX I C 

NO 9 REH 

HY IS REM 

AZ 74 REM 

SR 44 DIM DAT$<106) ,HEHt2?J rRLSTORE 46 ; FO 
R K-0 TO 22 i REAP H :HEK(H) - H : H EK T KlPAS 
S=6? tOTAL=8i TRAP 52:? "CHECKING DATA" 
Cll #5 LIBE=99 

BE 46 DATA 8, 4,2, 3*4,5,6, 7,6, S, 6,6,9,6,6, 

8 , 9, H r ll,lZ, 13, 14, 15 
BH 48 LINE = LINE+1E7 LIHEI READ DATS: IF LEN 

tPAT$3 ())B THEN 76 
BL 5D DDTLIN^PCEK<ia3)+PEEKC164)KZ56;IF D 
ATLINOLINE THEN ? "HI 55 IMG" i CHRS 1253 J 
:END 

HA 52 FOR K=l TO 89 5TEP Z * DL=flSC CDA T$ (K , 
Ml J -48?D2=AS£CBAT$(K+l r h+l)l-40;BVTE=H 
EXCD1>«16+HEXCD2) 
CR 54 IF RR55 THEN PUT HI , BYTE : RENT K l REA 

0 CtiKSllN: GOTO 4ft 
BO 56 TOT AL— TOTAL + 0 Y1"E : IF TOTAL>S99 THEN 

TDTAL=TDTAL-1088 
TS 59 WENT K : READ CHKSIfM: TF TOTAL OCHK5UM 

THEN 76 
UO 68 GOTO 40 

TO 61 IF PE£K(i«)06 THEN ? "ERROR ";PEE 

KIIS5J ;CHn$C253> : END 
VH 64 IF PASS THEN FOR X = l TO 37: PUT If 1,0 

;NEKT K ' CLOSE ttl; END 
PF 66 ? "CB3I5G OR £ 1 3 APE" E GO SUB BO: IF K = 

ASCC"P") THEN 78 
RD 58 ? "READY CASSETTE AND PRESS RETURN*' 

:OPEN ttl , B, 118, "C t '* ! LDTO 74 
IF 78 7 ♦'READY RISC AND PRESS RETURN" : GBS 

UB BO: IF KOlffI THEM 78 
SR 71 OPEN ttl>8, B, H D : KEABBANG r OBJ" 
HH 74 PAS 5=1 :LINE=99 : RESTORE 100: TRAP 62: 
GOTO 48 

PT 76 ? "BAD DATA" t CHRS 12535 ; END 
ZH 79 REM *mh»GET KEY ROUTINE*** 
GO 00 CLOSE ttl : OPEN Bl ,4,B, "K : " : [,L I ttl , K : 

CLOSE ttl : RETURN 
YM 108 DATA e0OE662B2B28A*3ftiltil>ZFB2A93C0D6 
2 D3 A SOO 0 DE 7 82 850 E A 9 IB ODE 88 2 850 FAS 20 0 SB 
AAS26B5B810684C A126BB66 , SS8 

Nv loi data eBaeoD008B88Beeaooaooo8iB3B48 

D7Z4C9 3 8OFFFFFFa954 9 3?88606CBC85eDC2?9 
■J 0 e fi f> i .5 rj j 6 5 2B 9 80 000 SB 0,517 
IH 182 DATA fl48ElE3F4D*lB4BA2Z71£600OZ85B 
0103 CSC 7E SAD BFF E 7 i DB B D8 E 7F F F F F F 0 DOB 68 8 

eeez4240Di0424224iaioiBj 162 

PA 183 DATA 0881S1B10101D10161S1B18181D10 

18181 81618181818101816086888 O8BO804O4O 

48404640282828202026181, 27Z 
RY 104 DATA 01810101202828383010101610688 

88 C8C848486 8 60282638 38181810060088880 0 

60B888aC840602838lBlBB8 d 357 
LH 185 DATA 8^048682830101886888888600600 

880 0 0 868 88 8 88 8 OO 060 888 88 B 88 F FF F FF 080 66 

88806000888880080008988, 151 
UN 106 DATA 88000010187878787078707076707 

87678383868068608888888880086088888888 

0O826Z5212422212E27253Z,16B 
CC 187 0 ATA 063e3225333388Z23B34l42F2ESB3 

4ZF00382C21IS66B3A3AFB2A51 81618383 Z253 

33388Z23534342F2EB8342F,4S8 
RH 168 DATA 68302CZ13922370822292C2C88ZB2 

1ZC33Z12C2C00111918177076C231Z146O83A0 

686 B 6868 666 668686868608,024 
LIHL IBS DATA 86868686860660668686864181214 

8aA40AOC6BDBE210D02D06D83D8BDC621BD15D 

OE466C66BAAbO40DO38CO7B,270 
TB 110 DATA A04OU68B4Z9A4A0CB476341AAD8BB 

6Fei0CE00e6AD8ea6106SA0flD64D2BD65D2C9A 

8D00£A918SP81O6ADBlB6Fa, 57J 
MH 111 DATA 1ACE81SGAOO1061O6S28BP84D2696 

BBE>aSD2CSA8D8e5A?10aD0266AD8ZB6F01DASA 

5eO05D2CE8Z86APB2O61a69, 568 
CA 112 DATA 18BB04D2CSl6De88AS888D64DZ8De 

5D2ADO5B6Faj,DASA6BD63D2CE05O6AD05851B6 

9i*BPB2DZC916D608A?88aD. no 
LS 113 B ATA F 2AR8P83D2 ADB3 06F01CCEB385 A 58 

68D88 A 2 A90 06D 8 ID Z AD 830 6D0 D A A 98 8 8D 8 48 6 A 

Listing 1 Main Gome 



98eBDO0PZflP8486F88FCE04 , 640 
LA 114 DATA 86 AD84B6B A6D61D2 D8B3SD8BP2A90 
66SC6A9A38D88B7 AS 2 10D818Z4C62E428A4 ? Vft 
288BA90883CSD003DtaD8F7 i 12a 
UK 115 DATA 66A2BO8O9D0O3E90e63Ft6POF76BA 
90 06 D 2 F 8 2 A 93 B 8D 8 7D 4 SD F 4B Z A Z 8 8B B 8 B E 8 9 DO 
636BPSBEL9D803SE6D6F1B0, 363 
15 116 DATA 3eZO?DO63BEBEe3aDBF5A?O2BDlD0 
8A9ei8D80D00D89P8BD6FeZA9B00D60D2ASO3B 
P0FP2A96L0O36B2A?2iaD31 , 256 
EH 117 DATA B2AS68AA9D883ASDE03AESD6F/A9B 
4Z84F23ASD5264F23A9B6Z04F23A>SJ81AB88Z86 
BZ3A902AO81Z85SZ3A9B346, 210 
l-F 118 DATA 6ZZB6BZ3A288BD7S23SPCB8ZE8EB8 
9 D 8F 5 A S 3 A 0 D Z F 8 Z A8 CEA221AS67Z 85 C E 4 A 9 C OS 
P6ED468AZ8BACaAD29S003A P 254 
LH IIS DATA 99E13AEBE86SD8F2609S333ASS643 
A99B13A9SE43D99253B99583BSSSA3B99D13B6 
B081E4042Da067A8606A900, SSO 
FF 128 DATA AA95BBEBE011D6F9B51385i48D66O 
6A9100D56216P5721BD582120S422A9D2B5C3A 
9C00SC428BA23A200BD6D21, Z06 
KD 121 DATA 9D3C21E6Eei4PeFS6aAE06066DBA2 
46SC9BP8F2405CAASC338FP1424B5C5ASC465C 
88l>01beie7DlS2465C78DB0 < 593 
CF 122 DATA D628FB234CE523A4C5A200l»D8ezi9 
98e3CC8E0E63aDOF468A5C3 36ES16AnA888BlC 
99B883DE8C8CB1BP8F56DB0,SS6 
AH 123 DATA AeBSDeFB?07O2020Z6393738291A6 
9F F F Of 8F 6 A 5 C8 002 DA D DA P2 A 26 1 IB 4 A B 88 5 f ft E 
8O4DOF?ADBdD2B9aSB5C0A?,lbe 
flJ 124 DATA 16eDB58frAD0AD22SB7A6A5CB99B88 
6 A S 8F 9 9B 000 C AD 6E D68 BD 8D24O5CO0 5C DA 9 3E B 
8C CAS 3F OSC E A S 1 0 3 OE SC 2 85 , 853 
¥R 125 DATA C1A6889B91CB91CDC0C4C2D6F7B5C 
B I 86SC2B5CBS5CDAOO0BS76ZB91CBB968Z091C 
DC6C4C1B8F160223AB26B8Z,532 
FA 126 DATA 9A02CAAZeBB5B00SC2F08CBSB8F8B 
a3aESieSD63285eZ4EBEO0ODDES68B2BOB5BBF 
8 BE A 910 3B F BB 0 9 88 7 F 8 B 58 5 ± 30B 
CH 127 DATA CZ2e5824EOE0D6D6E968A5CaC9COF 
005C988F88 j60AD8AD22 9 87AAB5B8DOF6ASOFS 
5BeAp8ADZ297F8S20SSB8A9,413 
tU 128 DATA ie6D05866BA5CFDO77AD766ZC9OFF 
O2OCS6EF8Z8C9O6FO1SCS87F81BC9O5FOLAC90 
bF01SC989F818C98BF01DCS, 628 
TV 12S DATA eAFei66e2030254C65254C3B25203 
a2B4C8Z252a4FZ54C022S2866 2 54C4F26A6C4E 
B02FO10E0EB0&C48EB1D0A6, S62 
JZ 130 DATA C7EBE8B6C 70E BOD 66 8 A 5 C 4 E 01 OFO 1 
0CACB86C4BE01D0A6C7CBCA86C70E00D646A6C 
3E832F015CACA06C3A2O0BDj BOB 
SU 131 DATA 8Z3C9DB03COD023P 9P883DESD8F16 
(tn4>^3E. eFAFB15F0E68 6C 3 A Z FD 8 DB 03 C 00 62 3 CB 
BO63D9P8Z3DCAD0F L68A2B8 , 57Z 

cn 132 Data b ebd fo O 2D 66 8 bs bs f sb 2 d s b a e 41 f ii a 

4D6EFA5CeF002C6C66 8A5CFD810AD0402D88B6 

*i4PA98FB5CFAS 000 P8 3 8 5 6 8 , B 4 1 
UZ 133 DATA A 5CF FO 22C6CFA5CFG 90 7 FO 2 3 4 A B 8 1 

7AAODF425SD0646AD6686BDlEDaC964DO83 289 

72 Z 28 OA 2 36*00 0 1 8 2838403^372 
PP 1X4 DATA 02A1AP8GDB2900FO2AA288A5C33BF 

B2E26SD1BBD362630E5C3S613A5C438FP3E26S 

060BD46263BESC4SB034C4E, 113 
DD 135 DATA 26E6EB8BD8P8601S3O536B839BBXC 

B3A526A6Z9AB2CAE2043CC47CA44C0C64SC44C 

C04AC54946CAS106D8886A9 , 794 
AD 136 DATA 84 S £ B OA Z83CAFE5 62 1 BD 56 Z 1 C 9 1 A E> 

08FA91BSD562lC613C613C611E68BB8E66BA9a 

8A A9D00D2E8EB8BD8F0A208 , 287 
CA 137 DATA BD59Z19D3C21E6E814P8FEA9FF0D1 

C8 2 AD 1 C 0 2D BFH AD 040 2 DDFB DDB48 2F8F B6020 0 

122?0&Z23 A93iB[>liM|2ZUlE, 53 7 
UP 138 DATA 2428952420AFZ4Z8C9242O9E252BF 

12426F1Z4Z0BB2526CD25AD1CB2DBFBA513CS1 

4D0D5ZB74264CA4 2688 8888, 626 



MB 28 REM LOAD AND RUN ROUTINE FOR 

HEADBAttGER 
EU 24 OPEN HI , 4, O, "D JHEADBANC .OBJ" 
OL 25 POKE 8 50, 7 I POKE SS7,8:POKt 853 , 32 ! P 

ONE 856,255: POKE «S7,2S5 
TB 2B H-USR CADR £* h hhhCLUB»*3 , 16J 
BD 30 CLOSE ttl I K = U 5R CO ? 52 i 



Listing 2 Disk Loader 



Po 9 f> f> Issue 36 2J 



The new Atari Games Cert 

It's what every computer games player has been waiting for. Hundreds of brain- | 
boiling software titles that'll push your skill and judgement to the limit. All under one roof. | 
When it comes to packing hardware, Rambo's got nothing on us. Everything from the 






res have hit town 



stunning Atari VCS to the mindblowing Atari XE Games System. 

So get down to your local Atari Games 
Centre. They're smashing. 



A ATARI 



OFFICIAL 



AATARI 
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INGRID 



and John Sweeney's 
fool enough to take 
her on again! 




Ingrids Back is a text adventure 
(with excellent pictures on the ST) in 
which you play the part of a rather 
accident-prone Gnome known as Ingrid 
Bottom low, who will be no stranger to 
those of you who have played Gnome 
Ranger! The adventure is in the standard 
Level 9 format ■ you enter your commands 
in English thmuqh the keyboard telling 
the computer what you want Ingrid to 
attempt, and the screen displays lots of" 
text telling you what happened. 

To be slightly more accurate, Ingrid's 
Back is dclually THREE text adventures. 
They all take place in her village of Little 
Moaning, and follow on from one another 
to muke a single story', hath can be played 
independently (and, more important if 
you are cassette-based, can he loaded inde- 
pendently') which is very useful if you 
happen to he stuck in one part of the 
game, 

The plot involves |asper Quickbuck, the 
money-grabbing lord of Ridley's Manor, 
and his plans to steam roll the gnome-belt 
village for an estate of yuppie homes. In 
Part 1 Ingrid, aided and abetted by her 
trusty dog Flopsy, has to find and persuade 
all of the locals to sign a petition against 
the planned eviction. Despite her success 
at this, Jasper continues with his steam- 
rolling and Part 2 starts with a superb 
tribute to/parody of the opening steam- 
roller sequence of the Hitch-Hiker s Guide 
to the Galaxy, complete with a hangover 
and flying bricks (turnips in this easel). 
Once you succeed in stopping the steam- 
roller you will find yourself being chased 
by seven trolls. Fortunately Level 9 have 
been kind enough to provide you with 
eight traps, so you don't actually have to 
solve all the puzzles to finish the game. 



In the grand finale (better 
known as Part 3) Ingrid has to 
explore Jasper's house and 
escape with enough proof of |as- 
per r s evil ways to prevent any 
further nastiness on his part. 
This time Ingrid gets help from 
her cousin Daisy, unfortunately 
she is not as bright as she might 
be and you are probably better 
off with the dog! 

LEVEL 9's CONTINUING 
ATARI SUPPORT 

In creating a game of this nature, one of 
the first decisions which the developers 
need to make is: what is their prime target 
environment? Many companies are now 
targetting on the 16 bit machines and if 
they bother to produce an 8-bit version at 
all it may only be on disk and may be so 
degraded (e.g. response time) thcit it is 
unplayable. Naturally we all wont prog- 
ress, and those who can afford the new 
machines certainly deserve to get bigger 
and better games - it will be even better 
when the majority of the developers 
ac tually work out how to USE these new 
facilities! - but there are lots of people out 
there with 8- bit machines, and there is still 
a lot of potential in those machines. 

Level 9 have staunchly continued to sup- 
port the 8-bil cassette systems while using 
every technique at their disposal to 
achieve a sophistication 
which not long ago would 
have been deemed impossible 
on such a machine. The 
breaking down of each game 
into three parts may seem o 
little artificial at times, but it 
frees up memory which en- 
ables Level 9 to provide far 
superior games. The parser 
(the bit that tries to work out 
the meaning of your requests 
- idiotic as they may be!) is a 
little limited compared to 
what can be achieved on a 
51 2K 16-bit machine, and the 
vocabulary, squeezed into a Graphics 



tiny part of a 64K memory, is obviously 
rather smaller than can be achieved with 
a 360K disk! Once you accept these limita- 
tions however, and the occasional frustra- 
tion they cause, Level 9's parser and voca- 
bulary are more than adequate to provide 
a very enjoyable gume. In fact, once you 
accustom yourself to the limitations, you 
may find less frustration with this kind of 
parser than with some of the supposedly 
clever ones which pretend to understand 
everything you enter - sometimes with dis- 
astrous results! 

LOTS OF GOODIES 

As well as the standard features, Level 9 
have also implemented lots of goodies, 
even on the 8-bit machines, to make the 
game more fun to play: UNDO takes you 
back a step if you did something catas- 
trophic; RAM SAVE allows you to save in 
memory - a boon for cassette users; EXITS 
ON causes all accessible exits to be dis- 
played at each location; RUN TO xxxx 
takes you to remote locations at high 
speed; and so on. 

Ingrid's Back is great fun to play, there 
are plenty of places you can get to easily 
and humour at every turn, not just in the 
descriptions of the gnomes and the loca- 
tions but also in the antics of the charac- 
ters as they cany on their own little lives 
around you. Little things like the amusing 
responses you get when you ring all the 
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numbers in Jasper filofax show the care 
and attention to detail which Level 9 have 
put into the storyline. Unfortunately that 
care does not always seem to extend to the 
program itself, on a number of occasions 
I tried something straightforward (e.g. 
CLIMB LADDER or FLOPSY.GO NORTH) 
and it was rejected or misinterpreted, but 
when 1 reloaded the game and tried again 
it worked' Maybe I played for too long at 
one sitting? And I wasted a good half hour 
asking gnomes to sign my petition when 
in fad all you have to do is show it to 
them, 

[ find sequences Like the following ex- 
tremely frustrating 
> ZILCH, SIGN THE PETITION 
Zilch says he is for too busy to do that. > 
SHOW PETITION TO ZILCH 

ZUdl gladly signs your petition. 

NOT SO CHALLENGING? 

Ingrid's Back seemed less of a challenge 
than some or Level 9'& earlier ad ventures; 
it was more like playing through a story 
- as long as you explore everywhere, ex- 
amine everything and make notes of oil 
the clues there don't seem to be all that 
many real challenges. Still with three 
separate games covering over 140 locu- 
tions you will find plenty to do and a 
number of the problems really are excel- 
lent. It is nicely packaged, complete with 
the old J L9' pattern a J] round the box now 
that Level 9 are doing their own distribu- 
tion again, including another twenty 
puges oi humour in the form of Ingrid's 
diary - The Second Gnettleiield foumol. If 
you can stand all the puns you will defi- 
nitely get many hours worth of enjoyment. 

The extra money on the ST gets you 
pictures (mono or colour) to complement 
the story, recall and editing of previous 
commands, multiple UNDOs, optional lar- 
ger text (for TV users) and lots of extra 
text, most of it hilarious. 



INGRID'S BACK 
LEVEL 9 

ST £19.95 (with pictures^ 
XL/XE £14,95 (Cassette or Disk 
- text only) 



LANCELOT 



John R. Bartisley takes a look at the new 
adventure from Level 9 available 
on both ST and XL/XE machines 



Lancelot is, as you would probably expect, closely based upon arid u round 
that most famous of the Arthurian Knights from the legends of the 
classic book - Mort D Arthur', The Language and style of the adventure 
has been cleverly adapted to suit the latterday 20th century, and certain 
elements of the game itself have been 'created' (made upl). Thankfully, these 
elements are few with only slight changes made from the original legend, such 
as the initial meeting with King Arthur, Guinevere's pHght on the stake and 
how to kill Garlon, the invisible Knight, 

I would think changes to the original story have been made to ensure initial 
involvement in the game, to avoid repetitiveness and to make a decent puzzle 
out of scenarios that could otherwise have been somewhat boring when imple- 
mented in an adventure! Having said that, it does adhere very closely to the 
legend ■ and it's a refreshing change to view events from Lancelot's point of 
view instead of Arthur's or Merlin's. Lancelot leads a fuller and more active life 
than some of the purer, more virtuous knightslf 

The adventure is divided into three ports - TAMLLOT , TOGRIS' and THE 
QUEST FOR THE HOLY GRAIL'. As you would expect, Part One is set In and 
around Camelot, while Part Two is set further afield and involves the rescue 
af Knights - with more multi-player aspects. Part Three is the familiar Quest 
for that Graill The player can start directly with the Grail quest but to enter 
Part Two you need to walk around and explore for a while. 

Puzzles and problems are scattered fairly evenly and are very imaginative in 
some places. The gameplay of 'Lancelot' can best be described as 'very active' 
and takes place over a large map area, here the use of the now standard GO 
TO/RUN TO command will prove invaluable and speeds up the game consider- 
ably. Another couple of useful 'standard' features of Level 9 games now ore the 
OOPS and RAMS AVE commands - well used, I can tell you!! 

Whilst the XL/XE version is text only, the ST has added graphics. These are 
a strange mixture - from colourful and pretty to a couple of areas where the 
pictures seem a bit amateurish - perhaps that's not entirely fair a description, 
but it DOES seem that some graphics have been produced by different artists! 
However, as with all Level 9 masterpieces. It's the text that counts and in this 
particular case, we're In for a treat! The language takes you bock to the days 
of yore, and atmosphere oozes from the screen! The text has been well adapted 
from the original book and, on an ST r can be changed to □ Larger type-face 
for players who need it - reading through the playing guide informs you that 
this 'text change' feature can also be applied to the earlier two adventures: 
Knight Ore and Gnome Ranger, so that's an added bonus! 
The number of non-player charac .u is moderate, but they are controlled - 
unlike the likes of those infuriating characters in Knight Ore] Each character 
has it's own task and is blessed with reasonable intelligence. 
The paperwork accompanying the game, offers the usual availability of the 
Level 9 Cluesheet - provided you append the little coupon to your SAE, The 
really BIG bonus with 'Lancelot' has to be the opportunity for purchasers to ta 
take part in a national search for a real HOLY GRAIL - in SOLID SILVER - and 
valued at FIVE THOUSANDS POUNDS!!! The adventure is used as a basis for the 
clues offered in the real quest and full details are Included in the packaging 
together with an ancient map of England and France. 
If you haven't bought Lancelot' yet, go and do so - NOW!! 

LANCELOT - Mandarin /Level 9 

Available for ST and XL/XE 
ST with graphics £19,95 
XL/XE text only £14 + 9S 

Version reviewed 
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MERAK -The Video 
Music Suite/Llamasoft 
£12,95 



ow for something completely 
different! This isn't a compu- 
ter game, it's a video. So 
what's it doing in. this maga- 
zine, you ask? Well, it consists entirely 
of computer graphics generated by Trip- 
A-Tron, Jeff M inter's latest light synth- 
esiser software (reviewed elsewhere in 
this issue) but unlike Trip-a-Tron it can 
be enjoyed by everyone whatever system 
they have. The spectacular graphics are 
[effs own visual interpretation of 
Adrian Wagner "s music, which itself was 
produced electronically using a bunch 
of synthesisers. 

it tells the story of Merck, a trans- 
sentient' android who's been given the 
unenviable task of protecting the 
strange region at the centre of the 
galaxy from alien attack, The galactic 
core has been found to consist of a huge 
nebulous cloud of meta- matter which 
radiates energy in all known forms and 
frequencies. To human senses it's per- 
ceived as a pulsating , iridescent vortex 
of pure colour, from which it's been 
nicknamed 'Colourspace'. Now where 
have I heard that before? The radiation 
can also be heard - in a form described 
as 'music that was not music'. 
II nutans go mad after experiencing the 
bizarre effects of Colourspace, so the 
only way to protect the core is to send in 
u massively armed ship crewed 



by androids impervious to Its 
hypnotic powers. Merak is the 
super-android created to lead 
that expedition. The incredibly 
complex neural net from 
which his (her?) brain was con- 
structed has spontaneously be- 
come sentient, giving every im- 
pression that Merak is alive 
y and has a 'soul'. 

The video presents the story 
p|- mainly in abstract terms, both 
visually and aurally j and it's 
not always easy to determine 
what's actually happening 
from what your eyes and ears 
tell you, la many ways it s a bit like 
watching a modern ballet. Knowledge of 
the storyline establishes the context, and 
allows you to better interpret what you 
see and hear. It s essential you read the 
scenario notes that come with the video, 
otherwise you'll have few clues as to 
what it's all about. 

There's not space here to give a detailed 
description of everything so a brief over- 
view will have to do. Anyway, just how 
do you describe something which is 
essentially abstract in nature? It all be- 
comes very subjective and wide open to 
personal opinion. 

The first half of the work, running for 
about 25 minutes, covers the period 
from the start of the mission through to 
Merak's demise, It consists of six 
tracks', representing major events in 
the life of the mission. They cover initial 
launch: the journey through hyperspace 
to the galactic core; the visit to the near- 
by planet Inti (populated by left's 
favourite beasts, of course); escape into 
space and the subsequent encounter 
with the alien space fleet: the drift 
through deep space; and the final land- 
iny of the dying ship on the Ice Planet, 
The second, of similar duration, brings 
revelation of the real nature of the 
galactic core and what subsequently be- 
comes of Merok's soul. 
] found the music rather like film 



some of the time but generally adding 
emotion and atmosphere to the visuals. 
I guess it sometimes comes into the 
category of 'music that was not music* 
mentioned earlier, here designed to fit 
the moods or actions of the storyline. It 
uses non -musical electronic sounds to 
suggest things like the bone-chilling 
cold of the Ice Planet or the mystical, 
alien nature of the fractal forests on the 
planet Inti. The first half is more melo- 
dic than the second, using swirls of 
synthesised orchestral textures and 
choirs singing wordlessly above an ins is 
tent j rhythmical backing. It's not the 
sort of music that bums itself into the 
memory at first hearing, but it does 
grow on you the more it's heard. The 
soundtrack is available separately on 
CD. vinyl disk, cassette, and DAT tape, 
but I can't help feeling it would lose 
something without the visuals. It's aes- 
thetic synergism at work, I guess. 
The graphics, too, require several view- 
ings to appreciate fully. They range 
from the 'reality' of digitised pictures 
(llamas, sheep, etc!) through realistic 
fantasy ' of moving starfields and the 
spacecraft's status display, through the 
pure fantasy of the strange fractal trees 
of Inti and even stranger rotating ice 
structures on the ice Planet, to the start- 
lingly complex and colourful purely ab- 
stract patterns of the galactic core. 
There are touches of Minteresque 
humour too, often through the use of 
text overlaid on other graphics. 
This video Is a superb demonstration of 
Trip-A Tron's capabilities. Don't think 
you can easily produce identical results, 
though, feff used four MIDI Linked Mega 
ST's, with their combined graphics out- 
put going through an expensive video 
mixer to achieve some of the effects. He 
also spent a small fortune in video stu- 
dio time to produce the quality of re 
cording he required. Even so, 1 found 
parts of the display, particularly text, 
difficult to see clearly. 
I've watched the video several times 
now, and like it more with each view- 
ing. Overall, it makes a refreshing 
change to the usual TV/video fare and 
Jeff and Adrian are to be congratulated 
on taking this first step into what could 
become a new art form. • 
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FOR SALE 



XL SYSTEM; 8O0XL fitted with 
256k memory, Control Cord, XOS 
80 column, Supermon Rev. 2. Revi- 
sion A OS r 1029 printer 410 casset- 
te, 1030 disk drive with U5 Doubler 
and Happy, Atari Assembler Editor 
cartridge, Monkey Wrench, game 
cartridges, cassettes, 100 disks in 
bo*. £200. Phone 0443 438169 

DUSK DRIVES; Two BIO disk drives. 
£*0 each o.n.o. Aturi 850 interface, 
£*0 o.n.o. Ail in excellent condition, 
complete with manuals. Tel. 0635 
37516 

ANTIC ON DISK; Various issues, 
£1.50 each. Send you name and 
address to M. Rogers, 6, Mount 
Pleasant, Wellington. Somerset, 
TA21 8DA for full list. Also Prestel 
adaptor for XL/XE plugs into the 
i xponsion socket, £20 with lead for 
modem. 

XI. SYSTEM: 800X1. with XC1Z re- 
corder, 1050 disk drive, Joystick, 
games and manuals. £185. Tel. 01 
289 5199 after 5 pm. Excellent con- 
dition 

TWO COMPUTERS: 800 and 

800XL computers. 1050 disk drivc r 
410 program recorder, books, maga- 
zines, cartridges, disks, cassettes. 
£395. Will split. Tel, 0296 668508 

XL SYSTEM; SOOXL, 1050 Huppy 
disk drive, hundreds of games. Cosl 
over £500, sell for £.200. Phone 0909 
566863 

65XE SYSTEM: 65XE with 1050 
disk drive plus XC12 cassette, 
various books, disks and cassettes. 
Buyer collects. £200. Tel. 0704 
893465 (Lancashire) after 6 pm. 

XL WITH MONITOR: 800XL, 
rwo 1050 disk drives, green screen 
monitor, Touch Tablet, [oyittck, 
printer interface, various software. 
£300. Tel 04022 26472 

6SXE SYSTEM: 65XE, 1010 recor- 
der, magazines, three joysticks, 
£300 worth of software, £150 o.n.o. 
Tel. 0252 2567B, eveninys 

520STFM: 520STFM Summer Pack, 
mouse, joystick, blank disks, joystick 
£400 worth of software, new, boxed, 
hardly used. £300. Phone 0698 
M320 

XL SYSTEM: 800XL still boxed, 
1010 cassette, mags, £250 worth of 
software, joystick. £130 o.n.o. lei 
0606 84 3368, evenings 

130XE SYSTEM: l30Xt. 1050 disk 
drive, original software. £150. Tel. 
0323 465609 

XL SYSTEM: 800XL, 1050 disk 
drive, excellent condition, 1010 
needs adaptor, many games and 
utilities, lockabU' disk case, manuals 
and most of last 3 years Alari 
User's. £250 o.n.o. Tel. 0293 7 75898 

MEMORY UPGRADE: 2*6 k mem 

ory upgrade for SOOXL. RAM chips, 
decoder, instructions. £50. Tel 0423 
8789533 



mSK DRIVE: 1050 disk drive and 
packaging in excellent condition 
with over £400 warth of software 
and over £100 worth of utilities, in- 
cluding DOS 2/3 and fransdisk. 
Will accept £170. Phone 01 592 
87Z5 

XL SYSTEM: BOOXL, 1050 disk 
drive with Happy c hip, 1010 recor- 
der, 1020 printer. Touch Tablet, 
joysticks plus books, lots of software, 
all for £300. Phone Peter 01 749 
4iyy 

130XE SYSTEM; 130XE and 1050 
disk drive, joystick, vnftwure, £120 
MAC65 Assembler eutlridye and 
manual, £25. Technical Reference 
Notes, Mapping The Atari, First 
Book of Graphics. 130XE Machine 
Language for the Beginner. Co eat h. 
All items open to negotiation! 
Phone 0789 294853 

400/800 SYSTEMS; 48k 400 with 
1010 recorder, joystick, some tapes 
£45. 48k 800 with 410 recorder, 
joystick, some tapes £65. Tel. Hilton 
022023 4057 

XL SYSTEM: SOOXL computer, 
1050 disk drive, 1010 cassette unit, 
Alphacom Bl printer, touch tablet, 
3 joysticks complete set Atari User 
magazines, books, manuals. £300 
worth of software. All items in v.g.t . 
Need quick sale, Only £150. Call 
Chris Sneddon on (0333) 330 336 

2&Slt SYSTEMj 800 with 2&6k 
KAM. 1050 disk drive with Huppy 
and Doubler, Rev. C Basic and soft- 
ware. £240a.n,O. Tel. 0865 66426 
after 7 pm. 

PRINTERS: I02O Printer/ Plotter 
and paper, £50 plus joystick sketch 
pad, £2. 1010 tape recorder, £40. 
1029 dot matrix printer and dust 
cover. Various items of software. 
Mrs 5, Oliver. Tel 0406 26150 

MAGAZINES: I ACE 6 issues 7 to 30 
in binders, £13. Atari User issues 1 
to 36 in binders, £20. Mapping The 
Atari {un revised) and Computer 
Animation Primer, £5 each. PAGE 6 
disks, blank disks, dLsk box, disk 
notch er, Basic Tutor pack and 70 
original games on tape and disk. 
Phone Steve on 01 907 6394 (Har- 
row) after 6 pm. Buyer must collect. 

BOOKS AMI MAkS: Compute! s 
1st Book of Atari. 400/800 Reference 
manual, £3.00 each, post free. 
ANALOG nos. 7 to 32 plus some 
ANTICs, £1.50 each plus postage 
Atari User Vol. 1 to 4 only 50p each 
plus postage. Blank and used disks 
from my ex-800XL plus disk box. 
Tel. 0423 879533 after 6 pm/ 
weekends 

BITS AND PIECES; 410 program 
recorder, original box £10 post free. 
Ultimon XL, on board 05 chip to 
monitor/debug machine code, etc. 
£.10. Tripler enables you to pluy in 
up to four OS or 80 column chips 
and switch between them, £7,50. 
Modem {V21. V22) 300 and 1200 
baud, full and half duplex, £75, 
Datatari interface with software, 
£30 or both for £100. tel. 0423 
879533 after 6 pm/weekonds 



XL SYSTEM: 800XL, 1050. lOlO, 
lockable disk box plus loads of 
games including Mini Office II and 
Star Raiders. Over 50 mags. £350 
o n o. Tel 0702 544924, evenings 

800 SYSTEM: BOO Computer, 1050 
disk drive, 1029 printer with new 
ribbon and paper, 200 disks (many 
games). 3 disk boxes, books and lots 
of magazines. £300. Phone 0375 
857329 

I30XE SYSTEM: 13QXE with 1050 
disk drive, XC11 tape, |VC TM 90 
KSN (triple standard) monitor, 
Touch Tablet, Wico joystick, £300 
worth of software, magazines, 
books, new condition. £400, may 
split. Tel 0863 46748 

GAMES CONSOLE,' Boxed new 
style 2600 console with power pack, 
TV lead, joystick and 14 cartridges, 
all in very good condition. £65 or 
swop for old or new style Commod- 
ore 64 (A WHAT?) with PSU, TV lead, 
data recorder and games. Must be 
boxed and in very good condition. 
Phone 0422 575539, evenings only 

XL SYSTEM: 800X1. with 1050 disk 
drive, software, joystick and manu- 
als, £150 o.n.o. Tel. |ohn on 06 38 
662435 ext 131 

XE SYSTEM- 130XE. 1050 with US 
Doubler, SpartaDos Const ruction 
Set. Blackthorn Printer Interface, 
Ferguson. TX with Atari lead, Epson 
LXB0 printer, loadsa mags, Com- 
pute?, PAGE 6, Atari User, De Re 
Atari etc. All manuals. £450. R. 
Stephenson. Tel. 0772 633593 



WANTED 



PRINTER j LX8A ur Panasonic KXP 
1081 wanted, also Centronics inter- 
face for Ihe XL and Transdlsk IV. 
Contact Mrs Taylor on 061 370 

4717 

INTERFACE: 850 interface, P:R: 
Connection or similar RS232 inter- 
face, must be cheap. Also Instruc- 
tion manual for PACE NIGHTIN- 
GALE modem or any info please. 
Call George on (0925) 601290 

DISk DRIVE; 1050 disk drive wan- 
ted. Tel. Garsluny 09952 5 490 

DISfe DRIVE/ PRINTER: 1050 disk 
drive in running order wanted, 
Kpson or compatible dot matrix 
printer with interface cable. Will 
collect If within rtnj.sonahle distance. 
Ring Kevin on Oxford (0865) 
71KW1 



DISK DRIVE: 1050 disk drive won- 
ted, reasonable price paid. Tel. 0206 
211769 

DISK DRIVE; 1050 or XT551 disk 
drive wanted, Reasonable price. Tel. 
01 653 7 702 

DRIVE MOTOR; Does anyone 
have a deud 1 050 disk drive with a 
good drive motor as mine is on its 
way oul Ring Mike on Godalming 
(04868) 24175 

BOOK WANTED: Assembly Lan- 
guage Programming For Atari Com- 
puters by Mark Chasin, published 
by Byte/McGraw-Hill, Phone 0506 
41377.1. weekends 



PEN PALS/HELPI 



[ UHKllMG HORROR: I am having 
trouble passiny the professor in an 
effort to enter the lab in Larking 
Horror for the 5T. What Is signifi- 
cant about the huge mass in the 
small courtyard? How do you keep 
the human hand from being nicked 
by the creature on the skyscraper 
roof and what do you do when 
you ve made a hole in the brick 
wall? I can offer help with Hitchhik- 
er, Zorks I and II, Sorceror, Deadline 
and Witness in exchange. Chris 
fohnson, 26, Henderson Street, 
North Kockhumpton, Australia. 
QLD4701 

STOURBRIDGE USER GROUP: I 

want to start a user group in the 
Stourbridge areu and would wel- 
come any help or advice. There are 
several people in the area who are 
willing to help hut we need advice. 
L.K. taylor, 99, Bredon Road, Stour- 
bridge, West Midlands, DY8 4 LA. 
Tel. 0384 379575 

PEN PALS: I would like to hear 
fruoi ft-hil disk users around the 
world. I own an 800X1. and 1050 
Happy drive ] would tike 1u swap 
hints, lips etc. about all aspects of 
gaming. Write Or phone Richard 
Prescott, 54 Midd left eld Avenue, 
Hurst Green, Halesowen, West Mid- 
lands, 862 9QL, England. Tel. 021 
422 3027 

ST USERS: 1 own an 5T and would 
like to swap tips and lists with pen 
pals anywhere. All letters answered. 
Paul Dunn, 270 Crowmere Road. 
Belvidere Puddock, Shrewsbury, 
Shropshire, England 



CONTACT is FREE of charge and may be used by any 
genuine Atari enthusiast Tor contacting other owners. 
Any notice may he included except those offering sort- 
wore only for sale or exchange or those offering items 
for sole commercially. The Editor reserves the right to 
omit any notice received at his discretion. 
Send your CONTACT notice to CONTACT, PAGE 6, P.O. 
Box 54, Stafford, ST 16 ll)H. PU o*h write your notice 
on a separate sheet of paper, not as part of a letter. 
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A TUTORIAL SERIES BY GORDON CAMERON 



MAKING A 



START 



Basic progra mining on the 8 bit machines has 
always been just that r basic The built-in inter- 
preter is adequate for learning to program, but 
loses points in terms of ease of use, understand^- 
bility, and forces you to write very complex look- 
ing code to solve even the most basic of prob- 
lems. 

There have always been alternatives to Atari's 
standard basic (such as Microsoft Bask, Basic 
XL/XE etc.) but these have tended to be both 
expensive, and difficult to obtain However, if 
you are lucky enough to own an XL or XE 
machine, plus a disk drive, you now have a 
cheap alternative in the form of lurbo Basic. 
Cheap is perhaps slightly misleading, as the lan- 
guage comes free, and is available from most PD 
sources for a nominal fee, including the Page 6 
Accessory Shop. 

Turbo Bask is an alternative to the built-in Basic 
and, like any other machine code program, 
should be booted from disk whilst holding down 
the OPTION key. It is completely compatible 
with Atari's Basic, so all your old masterpieces 
can be run in Turbo Basic with no changes. The 
name Turbo Basic is in now way misleading, 
your programs will run u^ LOT faster under TB 
than they used to, The language is not only 
faster, it is also compact, taking up less memory 
than the original Basic and (here's the hit you've 
been waiting for!), TB offers you a wealth of new 
commands, friendlier error messages, and it 
structures your programs automatically (more of 
this later). All this for freet The author of the 
package is a German by the name of Frank 
Ostrowoski, who later went on to produce the 
superb GFA Basic for the ST machines, which 
bears several similarities, and many enhance- 
ments. 

You will be completely at home when the blank 
screen appears after booting, as TB is an inter- 
preted Basic as per the Atari original. This means 
chat you can, among other things, type com- 
mands at the keyboard, and these will be ex- 
ecuted immediately. As a bonus, the same disk 
also contains a Basic compiler, which will con- 
vert your Atari Basic and TB programs to 
machine code, so enabling them to run at much 
higher speed. Basic compilers for the B bit used 
to cost upwards of £50, so this is an absolute 
steal! 

Enough of this preamble. This column is inten- 
ded to be an introduction to programming using 
Turbo Basic, making special reference to the new 
commands, This may seem pretty vague at the 
moment, but if you want me to talk about a 
particular topic in future articles, don't hesitate 
to let me know. Anyway, I guess I'd better start 
somewhere so here goes. I'll try and make the 



column as Informal and interesting as possible, as I don't want 
to lose any of you! 



YOUR FIRST STEPS 

As you may have realised earlier, since TB is a machine code 
program calling DOS from within TB means that you have to 
reboot the language after finishing your disk operations. At first 
sight, this seems like a major blow, however TB contains disk 
accessing commands which means that, in many cases, you 
need not enter DOS at all. 



DIR, DELETE, RENAME, LOCK, UNLOCK, 
BLOAD and BRUN. 

To obtain a list of files on disk, the command DIR may be used. 
This is equivalent to the DOS option A. Used on its own, the 
command lists all files on the current drive. Wildcards can be 
used, along with drive identifiers, by enclosing these in quotes, 
following DIR. As In DOS, *** matches any number of characters, 
whilst ? r matches exactly one, and the drive identifier is given as 
'Dx:' where x is the drive number. 



IHK 
DIR 



D2;\ *" 
Dl:*>? ST" 



DIR TO: A*. *" 



List all files on drive 2 
List all files on drive 1 with extenders 
ending ST (i.e. any character followed by 5 
followed by T) 

List oil files on drive 3 which start with the 
letter A 



The DELETE function erases a file on disk, the file being 
identified by "Dx;name n , where x is the drive number, and name 
is the name of the program to delete, Multiple deletions can be 
done by using wildcards, as demonstrated above in the DIR 
examples. 

DELETE "Dl:fred> txt" Deletes the file file, txt' 
DELETE Dl:'. txt" Deletes all files ending .txt' 
DELETE M D2: fired, t? t" Deletes all files on drive 2, ending 

with Y followed by any character, 

I olio wed by '1". 

The RENAME command works similarly, with the constraint 
that the files are on the same drive. (Stands to reason, really]} 
The format is, RENAME "Dxisource, destination", where x is the 
drive number, and source and destination the name of the file to 
be renamed and what it is to be called. 

RENAME H D lifted, txt, John. txt H 

Changes the file 'fred. txf on drive 1, to 'john. txt' (Wildcards 
ton be used, as in the above examples.) 

LOCK/ UNLOCK are equivalent to DOS options F and G 
respectively, and protect files from writing, and vice versa, File- 
names are handled as in previous examples, i.e. (UN) LOCK 
"Dx:fi(enume". 
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Filially, BLOAD and BRUN allow you to bi nary load and 
run a file respectively The format is as before (8 LOAD Dx:file 
name" ), and these aimmands correspond to DOS option L with 
the option to RUN on or off. 



STARTING TO PROGRAM 

Although TB has many similarities to Atari Basic, and can, at its 
simplest level be used at a faster version of the latter, there are 
many fundamental improvements that you should try to use. 
The language allows you to structure your programs. I won't go 
into a full discussion of the merits of structured programming, as 
this was dealt with admirably in the last issue of Page 6 by Roy 
Coring. Suffice to say ihut, by making use of the new program 
flow commands, you can vastly improve the readability and 
understandability of your programs, whilst simplifying the writ- 
ing of programs by allowing you to deal with bits of a problem, 
instead of attempting to write the entire program in one go. 
t ] hew! why bother, you may ask. Well put simply, have you 
ever tried to understand and perhaps change an even moderate- 
ly long program, weeks or months after you wrote it? If so, you 
will know that it is often difficult to understand what a certain 
piece of cryptic code does, and what happens if you do such and 

such, and then what if I do this, then what? and so on. 

If you use a lot of GOTO commands in your programs, it 
becomes difficult to work out afterwards where all these jumps 
lead. Perhaps to other jumps which in turn ... . This results in a 
phenomenon known as spaghetti coding, Programs should' be 
written with as few GOTO's os possible, and the extra commands 
in TB make this possible. Also, if YOU can't understand your own 
code, then what chance Is there thai anyone else will know what 
yau meant?! 

Before 1 move on. I should point out that it is possible, in Turbo 
Basic, to renumber a program. This is useful when you are 
running out of lines and need to squeeze something in between, 
say, lines 61 and 62, RENUM a. b r c will start renumbering 
your program from line a, with numbers starting at b, and 
increasing by c each time. So 

RENUM 0, 10, 10 will renumber your entire program, 
making the new version start ot line 10, and all subsequent 
lines 10 greater than the last. 

As I was saying, it is often difficult to remember what you were 
trying to do when you wrote a program, or what some other 
programmer meant. It is a good practice to get into using REM 
statements to add comments to your program. In this way, you 
at least have some idea what is going on. If you have a bit of 
program which sorts some data into order, include a line with a 
REM saying so. In Turbo Basic, if you type two dashes (--) after 
a line number, and press Return, the computer will put in 30 , r 
signs. This is a special kind of REM, and is useful for separating 
out bits of your program, to make it more readable. 



INDENTING 

One way to make your code understandable is to indent your 
program. This way, it is easy to work out what bit of code refers 
to which loop, and so on. For example, you will have, at some 
lime, usee 1 '"OR loop in your Basic programs. Try typing the 
folio wint ram in Turbo Basic. 

L0*OKL=l to 10 
130 B-L*L 
30 PRINT L, S 
40 NEXT L 



numbers between 1 and 10, along with their squares. Now type 
LIST. Hey Presto! The code has been automatically indented 



10 

20 
30 
40 



FOR L= 1 TO 10 



S= 



PRINT L, S 
NEXT L 



As I'm sure you'll agree, this is easier to read, although it is a 
rather trivial example. Imagine you hud many nested FOR .. 
NEXT loops, though, and the indented version is much easier to 
read AND understand. 



INDENTED 

10 P0RA=1 TO 10 

SO C=5 

30 P0RB=1T0 10 

40 PRINT B*A+C 

SO C=G+1 

60 NEXT B 

70 PRINT " EXITED LOOP 1 

m NEXT A 



NORMAL ATARI 



10 FOR A=l TO 10 

£0 C=6 

30 FORB-1 TO 10 
40 PRINT B*A+C 

50 C=C+1 
60 NEXT B 

70 PRINT "EXITED LOOP' 
80 NEXT A 



See? Turbo Basic AUTOMATICALLY does the indenting, and this 
alone makes your programs more structured than their Atari 
Basic counterparts. This is all very well, hut TB offers many 
control structures which indent the commands associated with 
them r just as the commands in each FOR .. NEXT loop above are 
indented. 



STRUCTURED COMMANDS 



IF „ ELSE „ END IF 

The IF command con he used as it is in Atari Basic, That is, IF 
followed by a condition fallowed by a list of things to be done if 
the condition is true. In Turbo Basic these commands, however, 
have to be on the same line number. Nol so, however, in Turbo 
Basic. If you have a few commands to be done, then these can be 
written on separate lines, by putting on the first line 'IF condi- 
tkm J on its own, Notice that the word 'THEN' does NOT appear 
when using this form, ALL LINES after that point will then be 
interpreted as being executed ONLY if the condition is true, until 
the program comes across a line with the command 'ENDIF\ 
Take, for example, the following program in standard Atari 
Basic. 

5 M=5 

10 F0RL=1 TO 10 
20 PRINT L, M 

30 IF ] ,<5 THEN PRINT " L IS LESS THAN 5 " : M=M+1 : 
OOSUB 9000 
40 NEXT L 



9000 REM THIS IS A RATHER SILLY PROGRAM 1 1 
9010 PRINT " L SQUARED IS " , L*L 
9020 RETURN 

This could be rewritten in Turbo Basic as follows. Remember, the 
tabs/spaces are generated by TB itself when the program is listed, 
you don't have to type them 



This is a bog standard Basic program, which prints out all the 



continued' overleaf 
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6 M=S 

10 FOR L=L TO 10 
20 PRINT L k M 
30 IP L<5 

40 PRINT 11 L IS LESS THAN 5 11 
SO M^M+1 

60 PRINT ' L SQUARED IS 11 , L*L 
70 ENDLP 
80 NEXTL 

5o, as you can see, all the code between lines 30 and 70 is 
indented, and is done if L<5. The command ENDIF marks the 
end of the code to be executed under the condition. This method 
allows you to do many more commands than the single line JF 
found in Atari Basic. TB, however, has more up it's sleeve. What 
Lf you wanted to do one set of commands if the condition Is met, 
and another set otherwise? Normally, you would do something 
like: 

30 IF L<5 THEN ......... 

35 EP L>=6 THEN PRINT "L IS NOT LESS THAN Si! " 

In Turbo Bask, this becomes : 

30 IF L<5 

40 

70 ELSE 

7Z PRINT 'L IS NOT LESS THAN 511 11 

74 PRINT ' SEE HOW MUCH EASIER IT IS 1 1 " 

76 F.NTJIF 

It Is Instantly obvious which bit of code belongs to whot. The 
ELSE command is used on u line on its own, instead of the 
ENDIF, to say to the computer that the lines following are to be 
executed if the test condition on the IF line was FALSE (In this 
case if L is NOT less than 5). When the lines with these alterna- 
tive commands are finished, you use the ENDIF statement to 
finish the IF command- So the generalised form is : 



all over the place, and getting totally lost. All the additional 
control structures follow this Cone epl. and discourage the use of 
the GOTO command. They can also be nested and combined, 
but more of this later. 

REPEAT UNTIL, WHILE WEND, DO „ LOOP 

The FOR .. NEXT loop is ideal for doing things a set amount of 
times. What happens, however, if you DON'T KNOW beforehand 
how many times you want to go round a loop. Say, for example, 
you want to repeat a section of code until the user enters the 
number 0 at the keyboard. The FOR .. NEXT loop can't help, as 
you don r t know how many times to loop! In Atari Basic, you 
would have to make use of the dreuded GOTO command, and as 
we all now know, this is UNSTRUCTURED! Your program would 
look something like the following ; 

10 INPUT X 

20 IF X=0 THEN GOTO 50 
30 Y=X*X 
40 PRINT Y, X 

50 REM THIS IS WHERE THE GOTO COMES 

Even with this small example, it is not instantly obvious what is 
done, and when. The REPEAT UNTIL construction 
allows us to make this problem simpler The word REPEAT is on a 
line on its own, and all the code after this is executed until the 
keyword UNTIL is encountered. The condition following the 
UNTIL is calculated, and if it is found to be FALSE, the computer 
exits the loop, and continues onwards. Otherwise, the program 
loops back to the first line after the REPEAT, and so the process 
continues. For example ■ 

10 REPEAT 
20 INPUT X 
30 Y=X*X 
40 PRINT Y, X 
50 UNTIL X=Q 



IF <conditicm> 

Command 2 

ELSE 

command 3...... 

ENDIF 

with the ELSE being entirely optional. It is entirely up to you 
whether you want to use the old type of IF. or the new one. TB 
doesn't force you to use the structured IF, but gives you the 
choice. 

'Nesting' is a powerful concept, which allows IF .. ENDIF blocks 
to appear inside other IF.. ENDIF blocks, which can in turn be 
inside other LF.. ENDIF blocks, and so on. This is because the IF 
ENDIF construction is treated as being a single block/command, 
so things like 

1 IFA>6 
£ B=B+1 
3 IFB>10 

5 PRENT "DEMO. '" 

6 C=C+S 

7 ENDIF 
9 ENDIF 

are quite possible. It is best to experiment with this technique to 
get to grips with it. rather than take my word for it 

In fact, the IF ... ELSE ... ENDIF construction is a structured way 
of thinking. There is one entry point to the IF statement, and 
only one exit point (ENDIF) This is preferable to jumping about 



This soys that the code after Ihe REPEAT Is executed UNTIL the 
value of X is zero. See how much simpler this Is to visualize, with 
no jumps AROUND code, as in the Atari Basic example. Notice 
however that the REPEAT ... UNTIL loop calculates the condition 
at the tail of the loop - in other words, the code contained within 
the REPEAI and UNI K commands is always executed AT LEAST 
ONCE, and the condition is not tested until the end. So. in the 
above example, X is not tested until AFTER the value of Y is 
calculated, and the PRINT statement executed. So. when the user 
types 0, the values of Y and X are STILL printed out before the 
loop terminates, unlike the example using GOTO. This is not a 
failing, but is something you must be aware of. REPEAT ... UNTIL 
checks conditions at the end of the loop, and always executes at 
least once, 

The construction WHILE ... WEND on the other hand, 
checks its con t lit ion at the beginning, or head, of the loop. If this 
condition is found to be true, then the loop is executed, otherwise 
it is exited. So, the loop is sturted with the command WHILE 
followed by u condition on u line on its own. The commands 
after this are then executed until the word WEND is encountered, 
at which point the computer goes back to the line containing the 
word WHILE, and again evaluates the condition. Unlike REPEAT 
... UNTIL, this means that the loop may not be executed AT ALL, 
as the condition Is checked FIRST. 

10 rNHJTx 
£0 WHILE X<>0 
30 Y=X*X 
40 PRINT Y, X 
50 INPUT X 
60 WEND 
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Upgrade from Tape to Disk! 



with the new Atari XF551 Disk Drive and Transdisk IV 




Upgrading from the slow Atari cassette system to a fast, 
reliable disk set-up is certainly desirable but what do you do 
with all the games you have on cassette? Wouldn't it be nice 
if you were oble to transfer your collection of tapes to disk for 
faster, more reliable loading? With the new Atari XF551 disk 
drive and Transdisk IV you can do it! 

Atari XF551 Disk Drive Features: 

* Double-Sided. Double Density for maximum data storage 

* Easy connection and quiet operation 

' Smart styling to match your Atari Computer 
" Suitable for 800XL. 65XE and 13QXE Computers. 

Transdisk IV Features: 

" Easy transfer of latest cassette games to disk 
" Aimed at the first-time disk user 

* Step-by-Step instruction booklet supplied 

* Completely self-contained - No other programs required 

* For more info see Ad elsewhere in this issue 



To Order phone with credit card no or make Cheque or P.O. 
payable to: Diglcomm Computer Services Ltd. and send to: 

DigiComm, 170 Bradwell Common Boulevard, 
Milton Keyn es, BUCKS MK13 8BG, 

^ x ~~^ Credit Card Orderline: (0908) 663706 



Normal Price For XF551 Disk Drive 
Normal Price For Transdisk IV 

Together Normally 



£!49 + 9? 
£ 19,95 



£169.94 



VISA 



Atari XF551 Disk Drive +■ 
Transdisk IV Our Offer Price = 



£165.00 

Inclusive of VAT and Next Day Delivery 



The above code does EXACTLY the same as (he example which 
used GOTO, If you type 0 at the very start, the loop will not 
execute, and nothing will be printed. Notice that I have had to 
put an extra INPUT X command at line 10, I won't tell you why, 
but, using what you know now, you should be able to work out 
why it is necessary in this case. 

So. now you have at your fingertips four structured command.';: 

1) The FOR .. NEXT loop, whic h is useful when you know how 
mony times you wish to go round a loop BEFORE you gel 

there, 

2) The REPEAT UNTIL loop, which is useful when you don't 
know beforehand how many times you want to execute a 
loop, but want to do it at least once. Repeats UNTIL a 
condition is true. 

3) The WHILE .. WEND loop, which is similar to 2) except that 
it calculates the condition BEFORE entering the loop. Repeats 
WHILE q condition is true. 

4) The IF., (ELSE).. END1F construct, which allows you do do 
certain things if as condition is true, and other things if it is 
false, 

All of the above can be nested and combined, just like the 
example I gave with the IF . EN DIP construct. 
It is up to you to decide which of the looping constructs to use, 
but the above descriptions should enable you to use the one 
which is best for the job. In addition, there is a another looping 
construct. If you place the word DO on a line on its own, and 
LOOP on a later line, then all commands between these will be 
executed indefinitely - an infinite loop. This may be useful in, for 
example, a continuous demonstration progrum. which cycles ad 
infinitum. The command is made slightly more useful by the 
addition of the keyword EXIT, This can be included in an IF 
clause, The above example can then also be written us follows: 



10 DO 

30 INPUT X 

30 LF X=0 THEM 

40 print " Exmrre., ■ 
so Exrr 

60 ENTJIP 

70 PRINT Y, X 

80 LOOP 



ROUNDING OFF 

So there you have it - a brief description of the language, and 
the structured commands available, I realise that the above may 
be difficult to digest all at once, but persevere, and just spend 
some time experimenting, until you get the hang of things. This 
article is rather long, and I apologise if it appears over long, I 
wanted to get across the basics(sic) of the language, and high- 
light differences, for the benefit of complete beginners, whilst 
giving something concrete for those already competent Rasic 
programmers to work on. I promise that the next article will be 
shorter, and I hope to deal with subject of Procedures, us well as 
covering some more commands unique to Turbo Basic 

If you have any queries, or wish me to talk about a certain 
subject in a future issue, please do not hesitate to contact me at 
the address at the foot of this article I'll try and help, and try not 
to cover the same ground as Mark Hutchinson in his previous 
First Steps columns. 

Write with your requests, suggestions and comments to 
Cordon Cameron, 13 Muir Bank, Scone, Perthshire, 
PHZ 6SZ, SCOTLAND * 
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Jason Peas good's program provides a custom written 
subroutine to redefine your 
keyboard any way you choose 



Hove you ever wonted to redefine the keys on your Atari so that 
each key can produce different ASCII characters? Maybe as part 
of a program to ensure that only certain characters are used or 
so that frequently used characters are easier to type? With this 
program you can do just that. Each of the possible 159 different 
key combinations available can be programmed to produce any 
character you wish. 

Some special characters available to you include 'cursor home', 
cursor bottom left', cursor to left margin' and cursor to right 
margin'. These have ASCII values of 142-145 respectively. 

GETTING STARTED 

First of all, type in the program and save it on disk or cassette. 
Now run the program and you will be presented with a table of 
192 different characters. These characters are what is produced 
on the screen when the letter on the left is pressed The first 
column is what is produced when the key is pressed in lower case 
mode, the second column is what is produced when SHIFT is 
pressed with that key, and the third column shows what is 
produced when CONTROL and that key is pressed. 

REDEFINING KEYS 

Using Joystick 1 you can move the cursor around the table to the 
character you want to change. When you are next to your 
desired character simply press Othe new key combination you 
want it to produce. So if you wanted to redefine the delete key to 
produce a space you would direct the cursor to the delete symbol 
and once there a press of the space bar will have redefined that 
key. 

OPTIONS 

A press of the HELP key will present you with a screen showing 
what to press to produce special characters like cursor home' 
and 'keyclick toggle' as well as others like 'CAPS lock' and 
'inverse toggle'. 

Pressing START will access the save menu. This will save a 
subroutine to disk, cassette or printer which you can use in your 
own programs in LlSTed format. So if you chose to save it to disk 
you would enter it with ENTER p D:nlename.ext\ When this 
subroutine is run the new keyboard you created will be installed. 

The SELECT key allows you to install your new keyboard. If you 
don't want a re-usable subroutine then this will immediately 
install your new keyboard and end the program. 

If you get into a bit of trouble using the program, or just wish to 
start again, a press of the OPTION key will cancel everything 
and start the program again from new. 
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REM 
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OFSTEKER KEYS 

Jason Peasgovd 
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10 REN HIHIBIH: 

20 OIH KEYS (192) , FH 5 C 1 5 J 

io trap ueo 

49 FDR R=l TO 192 

50 READ A 
68 POKE 
70 NEXT R 

OS GRAPHIC 5 0 

70 POKE 710 r 70 ! POKE 709, IS (POKE 71?.. .TO 
: POKE 02,0: POKE 75 2,1 ! POKE 73 2,0 
100 FOR R=l TO 192 

110 KE VS CR i R3 =CHRS {PEEK C1535+R) 3 
120 HE HT R 

139 POSITION R,l:? ■■«** Designer T*bl 
e 3 www" 

140 KCY5- 1 ; RESTORE 
150 POKE 764, 255 
160 FOR R-L TO 4 
170 FOR T=l TO 16 

lflO READ A! IF A = 155 THEN 208 

POSITION tlR^lJ*10T+2,T + 4i? "fjCH 
R* CA1 

?0B A- ASC (KEYS (KEYS , KEYS! ) 1 B=ASC (KEYS C 
KEYS+04,KEYS*G4>1 : t=fl5C IKEYS <KEYS+l2«, 
KEYS+1203 1 

210 IF fl-155 THEN A=32 
22ft IF B-155 THEN B-32 
230 IF £=155 THEN C=32 

249 POSITION C(R-U*lft5 +4,T + 4I? "V"; CH 
R$ CA1 1 " t"i CMRS (Ol i '* VjCHRSlC) 

250 KEY5=KEY5*1 
2O0 NEKT T 

27ft NEMT R 

2B0 FOR R=l TO Tl STEP 10 
29R POSITIQH »+3,4:? 
380 NEKT R 

31fl POSITION l,2Z!? "■ HOH0 1 B I«f t G 





HOW DOES IT WORK? 

The program works by creating a new 192 byte key hoard table 
in memory. This is where the computer looks to see what to print 
on the screen when it detect a keypress. The first 64 bytes are the 
lower east 1 codes, the nexl (A are shifted code and then come the 
64 control codes. 

The subroutine that is saved by the program puts the new 
location of the table at the start of page 6, but you can move this 
anywhere you like, as long as you are careful not to erase it. If 
you do relocate it you must alter the keyboard pointer at location 
121/122, The pointer here is Stored in L5R/M5R format, so POKE 
121,0: POKE 122,6 will point to location 1536 
(PEEK(121)+PEEK(122)'256), 
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ZG 
UIJ 
5P 
B¥ 
IR 
VH 
TK 

VH 

PR 

flA 



AE 
YO 
KY 



PG 

uc 

BF 

Tft 

HE 
DH 

SC 

oc 

ZK 
PD 
CH 
TC 
TT 
MC 
JT 
HH 
CM 



Left I! flight P Click" 
32ft M-3 : Y = 5 

3*8 COLOR 15*: PLOT k h y 
ISA Hl = )C;Yi-Y 

35a 'j-^iick to j 

378 IF PEEK £7643 <J Z55 THEN G85UB 54B 

388 IF PEEK C532793 -6 THEM GO SUB IB S 0 S G 

OTO 806 

358 IF PEEKT532793 =5 THEN CO SUB 1650: G 

OTO 1248 

408 IF PEEKCSS2?53-3 THEM QOSUB 1658;R 
UN 

41i IF PEEK C7JI>=17 THEN GOSUB 1658 : GO 

ra iobb 

428 K-K+ t5-5 OR 5 = 6 Oft 5=73-15=9 OR 5 = 

IB OR 5=115 

430 IF H>39 THEN K = 8 

446 IF K<0 THEN X-39 

450 IF MOT CCX=31 + CK = 53 * EH=73 + (H-133 # 

CM=153 + «H = 1 73 +■ CX-233 + Ot-253 + CK-27J + €K = 

331+ fK=35J+ CK-3713 THEM 420 

460 ¥ = Y+ES = 5 OR S=:9 09 5 = 133 - CS=6 Oil 5 

-16 OR 5=14) 

476 IF V<5 THEM Y=20 

4BB IF Y>28 THEN Y=5 

490 IF Ki X AMR Y1=Y THEN 340 

5B6 SOUHB 6,255, IB, 15 i 50 UK 0 1.18,12,4 

518 SOUND |»})0UHD 1,8,8,0 

528 POSITION Kl.Yl:? » ■■; 
530 GOTO 348 

550 OPEN B1,4,0,"K! P * 
568 GET Ht.rt 

57R FOR 11=15 TO 8 STEP "6,7 
588 SOUND 6 , 25 S/'IR + ll , 10, R 
5*8 SOU HO ft, 18, 18,11 
680 HEMT R 

618 POSITION H*1,Y:? "t"jCHR?(A3 

620 IF A=155 THEM POSITION X+l , Y : ? " " 



HE 


630 


IF 


K=3 THEN ST-4 


10 


548 


IF 


H = 5 THEM ST=64 


ZK 




IF 


M = 7 THEM ST=ia» 


BL 


660 


IF 


N = 13 THEM 5T=1B 


CY 


678 


IF 


H-15 THEM ST=88 


VP 


588 


IF 


K = 17 THEN ST=i44 


AH 


6*8 


IF 


K=23 THEN 5T = 32 


15 


780 


IF 


X-25 THEM ST=96 


TQ 


718 


IF 


K = 2? THEM 5T=16B 


GB 


729 


IF 


M=33 THEM ST=4S 


□ W 


738 


IF 


M=35 THEM 5T=112 


AH 


748 


IF 


K=37 THEK 51=17* 


ZF 


75 ft 


POKE 1536*ST+ (Y"53 , A 


BF 


704 


K£Y5t lbT*CY-5Jl+l, (5T* CY 




PS (A3 





tJtiighyr lab! 



LB 778 CLOSE HI 

ZT 788 RETURN 

SB 798 REM ISfUlQI 

BF 860 ? "N" 

KL BIB POSITION 0,1 E? 

JH 82ft position 2,3;? "Input D«vicetFil#n 
aNe.Ext." 

PH 836 POSITION 2,7:? "Press return to ex 
it ." 

JK 848 POSITION 2,5 1? ■'-->■■ I i INPUT B16»FH 
t 

PB 8SB IF FHS="" THEM GOTO 1850 

Ot 860 POSITION 2,9:? "Input First lint n 

□ . — ^ " i 5 INPUT H16, LINE 
PK 870 POSITION 2,ii:? "input increment - 

->"; rlMPut nib.iHC 
EH 880 OPEN ttl,6,B r ENS 

YF 898 ? HI ; LINE j ■ ■ FOR B-1S36 TO 1727 : RE 0 

0 A J POKE R,ft:NEKT B" 
IN 708 LINE-LIHE+IHC 

JO 510 ? ttl i LINE i " POKE 12l,6:PDKE 122,6" 
Jft 926 L I HE - L I H E + 1 NC 
HR 938 0=1535 
KK 940 FOB R=l TO 24 i 
SM 358 ? Ills: LINE;" DATA *>J 
TI 968 FOE T =4- TO 7 
CH 970 N-PEEK tD3 
SK 968 ? aijNi'\"; 
OS 990 0 = 04-1 
JG 1868 NEXT T 
IC 1618 H=PEEKCD3 i ? Nl;R 
ZI 1828 L I N E - L 1NE +INC:D=D+1 



- 



IT 1038 NEXT R 

MO 1840 CLOSE «1 

LF 1058 * 

OU 1858 GOTO 130 

GH 1B78 REM 



Designer Tab 



LO 1*88 7 "*" 
ZU 1098 POSITION 8,11? 
1 # S 

RT 11*8 POSITION 15,3:? "Help Screen" 
BO inn position 2,5i? "Press t starts to 

save subroutine.-' 
SB 1128 POSITION 2,7 if "Press (SELECT) to 

install keyboard," 
UY 1138 POSITION 2,9:7 "INM-CTRL-N [HH is 

cursor bHRi" 
OH 1148 POSITION 2,11?? "INU CTRL U L^J i 
s cursor to btn-lf ft." 

JB 1158 P tl ">TT TON 2,13 

s cursor to left*" 
VH 1108 POSITION 2,15:? "INO-CTRL-fl 

e cursor to right. 11 
NJ 1178 POSITION 2,17!? 

= keyc lick toggle." 
UP 1188 POSITION 2,19:7 

le I - CAPS toggle, 
tre it?e position 2,211? 

II - Ctrl key lock."; 
FU 1200 POKE 764,255 

HA 1218 IF PEEK C764J <>255 THEN POKE 732,0 

.? 'is-jPDKF 764 ,2551 GOTO 1 30 
OJ 1220 GOTO 1218 

BJ 1240 GRAPHICS 8 
MC 1258 PONE 82,2 

? I? "NEH KEYBOARD INSTALLER . 11 
PONE 121,0; POKE 122, 61 POKE 762,64 



"INV-CTRL-P EEI I 
J i 

'♦IHO-CTRL-I [TI i 
"ll - inverse tegia 
"SI - CAPS lock 



Designer Tab 



RC 12SB 
TC 1278 
FP 1200 END 
CA 1298 REM" 
KM 1380 ? "N" 

ZE 1318 POSITION 8,1:7 "*** 
ttf WWW " 

Oft 1328 POSITION 2,3:? "Error tt " ; PEEK (19 

53 has occured . " 
hp 1330 POSITION 2,5:? "Press any key to 

contiruf , " 
NB 134ft CLOSE »! 
NB 1358 TRAP 13ft« 
GP 1368 POKE 764,255 

PG 1370 IF PEEK £7643 O 255 THEM ? »N»iGOTO 
130 

SP 1306 GOTO 1370 

GC 1390 REM ■ M A'J -IiMiU T.lfW 

KB I4 86 RATA 100,186,59,128,128,167,43,42 
JT 1418 RATA 111,126,112,117,155,105,45,6 
1 

CH 1428 RATA 86 , 128 , 9?, 128 , 128 , 98 , 128 , 122 
IJ 143H DATA 52, 128,51, 54, 2/,bJ,bli^9 
GF 1448 DATA 44,32,40,110,128,149,47,129 
AH 1458 DATA 114,128,181,121,127,116,119, 
113 

BL 1450 RATA 57,120,48,55,125,58,54,52 
OC 1478 RATA 182,184,188,128,130,183,115, 
97 

75 , 74 , 58 , 128 , 128 , 75, 92 , 94 
79, 128, 80, 85, 155,73, S5, 124 



SP 1480 DATA 
AU 1498 RATA 



JU ISOft DATA 86 , 128 , 67, 128, 1ZU j bb r 5*ti , I? U 



IC 
MC 
BF 



1518 RATA 36 
IS2D DAT S 31 



128, 35, 30, 27, 37, 34, 33 
32,53,78,128,77,61.129 
1538 RATA 82,128,69,69,159,84,87^81 
LE 1540 DATA 44,120,41,39,156,64,125,157 
CA 1556 RATA 78,72,60,120,131,71,83,65 
MK 1564 RATA 12, lft , 123 . 120 , 124 » 11 , 30 , 31 
LI 1570 OAT A 15,128,16,21,155,9,25,29 
YF 1508 RATA 22,128,3*126,120,2,24,26 
SM 1598 DATA 142,126,133,144,27,143,253,1 
28 

JG 1640 RATA 8,32.96,14,128,13,0,129 

ZB 1610 DATA 15 , 125 , S , 25 , 158 , 2A . 23 „ 17 

CH 1628 RATA 6,128,0,145,254,137,125,255 

LA 1630 RATA 6*8,4,120,132,7,17,1 

TC 1640 AEM ■flilHjljM 

AK 1650 FOR R-1S TO 0 STEP -1 

HE 1560 SOUND 0,255, 10, R 

HE 1074 SOUND 1, 2S4, lft, A 

JU 1680 KENT R 

IJ 1690 SOUND 6,0,8,0 

MM 170ft SOUND 1,8,8,8 
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BEGINNER'S BASIC 



GETTING TO GRIPS WITH 



GRAPHICS 



We're starting Intermediate-level programming this issue, with a 
close look at the colour 'map' modes - Graphics 3 to Graphics 7. 
Although these are programmed in Basic r like the text modes 0 
to 2, they behove quite differently - its almost like having a new 
c omputer to play with. Jf you've followed the series in the old 
Atari User, you should have no difficulty adapting to the new 
rules. 

Start by typing GRAPHICS 3 and hit Return. The screen splits 
into two, with READY' printed in the lower window, just as it did 
in Graphics 1 and 2. So far so good, but now try printing 
something in the Graphics window: 

PRINT #8; "HELLO" 

What happens? You get a couple of small coloured squures at 
top-left af the screen. Not a letter in sight! Changing the letters 
from upper to lower case, or from normal to inverse has no effect 
- the same orange and blue squares appear. This is lesson 
number one: you can t send text characters to the graphics 
window in modes 3 to 7. 

The computer treats the graphics window as a grid of dots, or 
pixels'. You can switch these pixels on or off. and make them 
different colours, so it's possible to construct patterns or pictures. 
Before we look at a typical drawing program, let's examine the 
screen layout and the Basic commands invol^ed- 

The five map modes all work in substantially the same way; the 
differences between them lie in the number and size of pixels, 
and the number of colours available. Table 1 shows all the 
relevant information. You'll see that, although there are five 
colour registers inside your Atari, the map modes can use only 
four of them at most, and one of these must be the background 
colour. 

Now, how can we rum a pixel on or off, and change its colour ? 
The theory is fairly straightforward: first we specify the desired 
c olour, using the COLOR command, then we print a pixel of that 
colour at the desired co-ordinates, using PLOT. But confusion 
sturts to creep in when we try to make sense of the COLOR 
command, used in this new way. 





SCREEN SIZE 


COLOURS 


3 


With text window 
No text window 


40x20 
40x24 


4 


4 


With text window 
No text window 


BOx 40 
80 x 48 


2 


5 


With text window 
No lext window 


80 s 40 
80x48 


4 
6 


6 


With teitl window 
No text window 


160 x 80 
160x96 


2 


7 


With text window 
No text window 


160x80 
160 x 96 


4 


Tab 


e 1 : Screen characteristics in the map 1 modes 



Len Golding continues his 
series from Atari User 
with a look at programming 
in Graphics modes 3 to 7 



The best advice is to forget you ever encountered COLOR before, 
und treat it as an entirely new command which hus nothing to 
do with text characters. In the five map modes, COLOR simply 
tells the computer which colour register to use when it plots the 
next pixel. For example: 

10 ORAPHIGS 3 

20 COLOR l:PLOT20,9 

This gives you a small orange square roughly in the middle of 
the screen - column 20, row 9. If you change line 20 to select 
COLOR 2, the square will be yellow. COLOR 3 turns it blue, and 
COLOR 0 erases it by turning it the same colour as the back- 
ground. Numbers greater than three will select one or other of 
the four available colours, but it can be a bit tricky to forecast 
which one will emerge, so its best to stick to the recommended 
range: 0 to 3. 

Now you might expect that COLOR 1 would select the colour 
stored in register 1, COLOR 2 would use register 2 and so on, but 
for some unfathomable reason it ain't so. Instead, COLOR 1, 2 
and 3 access registers 0, 1 and 2 respectively, register 3 cannot be 
accessed in any of the five map modes and COLOR 0 selects 
register 4! If you find this confusing, join the club. The only way 
to get things straight is to play around for a while. 

Table 2 may help: it shows the registers which are available in 
each of the map modes, their default colours and the COLOR 
number which selects each register. For example if you want to 
plot a blue pixel at top-left of the screen (co-ordinates 0,0), you 
would select register 2, using the COLOR 3 command: 

COLOR 3: PLOT 0,0 

The registers can be made to contain any colour you like, using 
the SETCOLOR command which we covered in part 5, For 

example: 

SETCOLOR l t 0jS 



will change the contents of color register 1 from yellow to white. 
To plot a while pixel at top- left of the screen, you would now use: 

COLOR 3: PLOT O n O 



Why COLOR 2 not COLOR 1? If you're not sure, go back and 
read the last few paragraphs again. Once you understand the 
principle, try erasing the white pixel by plotting the background 
colour over it. 
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TIME FOR A PROGRAM! 

Now let's hove some fun. Js there an Etch-a-Sketch in the house? 
Send it bock and use Program 1 instead * it will do everything the 
toy can do, and much more, in full living colour. 
Since we're now working at intermediate level r there's no need 
to keep our programs to their most simple und rudimentary 
form. Program 1 therefore contains a few little extras which 
make it easier and more friendly. The text window messages 
remind you which keys to press for the various options, and 
remind you which colour register you're currently using. As we! J 
as the three foreground colours, the program gives you 'pen- up', 
erase and screen clear facilities 

We start by dimensioning four strings to hold the text messages: 
'Orange', Yellow', 'BJue J and 'Erase'. Then we set up the 
Graphics mode. We've chosen mode 5 r to give the best comprom- 
ise between resolution and ease of use. Very small children might 
he happier in mode 3, while experienced older users will prob- 
ably prefer mode 7. It's easy to change the mode - just aJter line 
30 to suit the new screen boundaries, and insert a new starting 
rxKiition at line 40, 

Line 50 needs some explanation, since we've not come across 
address 764 as yet. This address holds a number corresponding to 
the last keyboard key pressed. If you press T r the number 
returned is 3 1 , while '2\ 'y and 0' give you 30, 26 and 50 
respectively. Line 50 simply initialises the values for K {Current 
key pressed), Kl (Previous key pressed) and C {Colour register 
currently in use), to ensure that the program starts off in Erase 
mode. Line 60 then prints the messages in the text window. 
Lines 70 to 90 contain the familiar Boolean joystick routine, and 
line 100 reads address 764 to see which key was last pressed. If it 
was the letter 'C (keycode 18), then the screen is cleared and the 
program starts again from scratch. Otherwise the keycode is 
converted into a number from 0 to 3 by the Boolean statement ut 
line 120. Note that any key other than '1\ 2\ 3' or 'C will select 
the erase mode, by setting the value of C to zero. 
Line 130 checks whether you've selected a new colour; if so, it 
calls subroutine 200 to re print the text window, highlighting the 
appropriate option. Lines 140 and 150 do the actual drawing on 
creen. If the joystick trigger is not pressed, the pixel is plotted 
permanently in its desired colour. If the trigger is pressed, then 
we use our usual technique to move without disturbing the 
picture - this is 'pen-up' mode. 

Line 160 simply ensures that the 'cursor' pixel will remain visible 
even in Erase mode, by making it orange. A short time delay is 
introduced at line 180, which slows down the drawing speed and 
makes it easier for small children to handle, Vou can change the 
value of W, or eliminate line 180 entirely, if you wish. 
The subroutine at line 200 handles the text messages. If you 
decide to change the default colours, using the SETCOLOR com- 
mand, you should also alter these messages to avoid confusing 
the user! 

The program is raelly just a starting point. Try to add things 
that you may have learned from other articles and create a 
program that is yours. In future issues I will give you more 
programming hints so that you can build up your own programs 
more effectively. See you again! 



MO 1 flEM KKX l ffM WH WWMM i C I C M J I M MMl tH MMW KWKKMXilf 

HJ 2 REM * De-Luxe Etc h" B~ Sketch * 
» 3 REM * by irn Gal ding « 

Sfl 4 REM * « 

KB S REM * PAGE 6 MAGAZINE: - EHGLRHD * 
NT 6 REM MMKMMHKM M UMMM I t l tMM Il J i MMK Hlllt JCXM I f H 
HO 9 REM 

DM !« DIM A* C1BI ,9* C18J . C$<18) , D$ 418) : REM 
Strings to hold 'iwsl*' messages 

GZ 20 GRAPHICS S : POKE 75? , 1 ; REM Select Gr- 
aph its node and turn off the Text Wind 
ow cursor 

MZ IB HMAH=79 i HMIH-0 : YMAH= 3 "J : YHIH-B I REM 5 
et screen boundaries to suit Graphics 
node 5 

tJE 4B X-40 : Y-20 : rem "Cursor" pixel's star 

ting position 
EC SB C-91K-S& : fcl = lt : F»0«E 764>K:REM Initio 

lisv in Erase made 
VI GO GD5UB 2BB i REM Print intiat Messages 

i-n text windqw 
DL 78 5-PEEK t&Jz j ;NEM Read joystick and c 

alculate new "cursor" position; 
LL BO Kl=H+ttS=S OR S=6 Oft 5^7) AHD CH<HM 

AX))-CCS=9 OR S=l« OR S = 4.AJ AHD CH>HMZ 

Nl| 

JG *6 Yl=Y+flS~5 OR S=* OR 5 = 43! AMD ( Y < Y 
MAJfT3-CCS = 6 OR 5 = 18 OR S=I4J AHD fY>YM 
IHJ ) 

V2 IBB K=PEEK E7G45 rOEM Read Keyboard to ■ 

ee which t u lour is required 
SS HO IF K-I6 THEN GOTO 79 i REM >C> Clear 

s the screen and starts ag^in 
RF 120 G — I* (ft = 3 L 3 + 2* C K = 3 8 ) + 3* C K — 2 ti ) ! RE.M C 

on vert keycode into a colour register 

number 

AR 13B IF KOK1 THfcN GOSUD ZBB;K1~K 

28 14B IF 5 TRIG £0 J -1 THEN COLOR C ; PLOT X, 

Y ' goto 168 r rem Plot the colour if trig 

ger is not pressed 
HP ibo COLOR O j PLOT X , Y : Rem otherwise go 

into 'pen-up* Mode 
L* IBB IF C=B THEH C-l 

HR 178 LOCATE fti t Yi , R I COLOR C : PLOT HI , Yl t 
H-Nl ; Y=Y1 

41 IBB FOR H=l TO 58 : HEX T HiREH Short tiM 

e del ay, to reduce drawing speed 
5C ±*B GOTO 78 

TL *S8 flS^'flrangs" : BS-**Yel low" ; C*="Blue" : 

DS-"Erase*' 
HH 218 IF C^i THEH ft f z < 'SEECH* ' 
TB Z28 IF C = S THEH B * - 1 'EOTEE' 1 
IJ 238 IF THEH C S - 1 TiUni" 1 

TK 248 IF C-B THEH D$~'13-EH1» 
WK 2SO ? CHRS ; REM Clear text window 
mj 268 ? a$;- zz"jBS;» i=":e$j" o 

=";D$ 

IE 27B ? i? "TftitttHz Pen-up- C=Clear 

Screen" 
ZO 2BA RETURH 




MODE 


REGISTERS 


DEFAULT 


'COLOR' No. 




AVAILABLE 


COLOUR 


TO SELECT 








REGISTER 




0 


Orange 


1 


3,5 


1 


Yellow 


2 


7 


2 


Blue 


3 




A * 


Black 


0* 




0 


Orange 


1 




4 * 




0 * 




* Controls tho background colour 











Table 2: Using colour in the map' modes 
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FLIGHT 
LOG 



Looking for a new challenge for Flight Simulator II? Here is 
a fun program which will give you a number of assign- 
ments each starting from a random airport with three 
other airports have to he visited in the allotted time, 
The schedule is output to a printer, any Epson compatible 
should work with this listing but the printer codes may be 
changed or deleted for any other printer. If you don't own a 
printer the Information is also displayed on screen for you to 
make a copy by hand but it will be necessary to delete the 
LPRINT statements or make them into REM statements. The 
printout gives the following information: 

MAP AREA and a random wind factor. 

CITY and AIRPORT lollowed by the North and 

East co-ordinates. 

F/TIME - the estimated flight time in minutes to the 
next airport on the schedule, 

T/OFF - departure time. The first uirport departure 
always starts at &.03 am. This gives you just enough time 
to set the NAV radio r VOR and check what heading will be 
needed. 

The last column is for you to write in the actual time you 
take off in order to compare flight times. 

If you land at the next airport in the allotted time you will have 
fust 2 minutes to reset your radios and check "your destination on 
the map. If you arrive early, you may even have time for a quick 
toffee in the airport lounge! The T/OFF time at the final airport is 
reaJiy the actual LANDING time, so you must be down and 
stationary on this runway by this lime to complete the adven- 
ture. 

The times are reasonable providing you manage to land at first 
approach, Some of the closer destinations may be a bit tight but 
you should make up some time on the longer journeys. There 



VENTURE AIR CHARTER Co 



{[TV 


N0RTH 


E*5T 


FfUK 


T.grr ACTUAL 


FLf HEDDIMi BUEST to Aurora 




1U17 


7t 


I.U 






L*3t3 


23 




KLtVEH VALUABLE &EHS to »>cigo 




Chi cup Utrrtll C.Nifi 

VIP CHMTEKQ FLIGHT to Mtft 


.... 


IU71 


LI 


8.37 


Jul let... , h\ i pi 5 jrl 'j-slr i ct . 


l . ■ . 17-D3B 


am 


DP 


Mi 



DISK BONUS: This issue's disk contains a 
bonus program similar to the listing here but based on the 
Scenery Disk No.?, if you are a Flight Simulator fan don't 
forget to get a copy! See page 39 for order details. 
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Les Howarth presents 



a program to calculate 
random assignments for 
Flight Simulator II and also 
an adventure for those who 



have Scenery Disk 7 



Should be no need to go fiat out all the way to keep to schedule, 
but if you want to alter the timing then experiment with the 
division calculation on line 340. 

CUSTOMISING THE PROGRAM 

The program provided is for the standard FSII program but may 
be changed to suit other scenery disks. It b only necessary to 
replace the DATA from line 1000 onward. There must be only 
one airport for each line of DATA as the program will count the 
lines of DATA to find out how many destinations are available. 
The maximum and minimum distances between selections Is 
restricted to reasonable times by DM AX and DM1 N so it you 
want some longer journeys, increase DMAX. At the present, the 
longest flight times are about 45 minutes. 

To increase the number of flights per assignment needs a little 
more work. Two arrays will need re-dimensioning. JOB array is 
set to 4 ports and holds the NORTH/EAST co-ordinates Chuncje 
the 4 to the number you require. T(4) orroy is used to store the 
random selections. This array is checked at line 160 to make sure 
the same destination is not selected twice, otherwise you may 
have to take off and land at the same airport. The loops needing 
adjustment are at lines 100, 140, 160, and 300, Note also the 
second statement on line 310. If 1=4 is looking at the last airport, 
it can jump past the flying time calculation. This check is 
repeated on line 440 to jump past the job selection. 

The adventure creator should give you even more entertainment 
from an already compelling program. 



HQ i HEM XKMMM H KK M MM H Mfc HM K M MM I O lHI O IHI T HliB 

IR 2 HEM * FLIGHT ASSIGNMENT CREATOR * 

FF 3 REM » lor FLIGHT SIMULATOR II * 

Utf 4 REK * b« Les HOVirth » 

<- s ft 5 RfM * * 

KC G REM * PACE « MAGAZINE - ENGLAND * 

Ml T HEM M JUmi lMH H Il HH K MM KMKKM M KJ N M>m 41 W H M It 

NN 8 REtf 

JV 19 PIM AS C»*3 , APi C30> , CITYS C3B1 , CMC18 

3 , DS C3B) ,SL$C213 ,LN5COZI , MS CSS, TS £23 > J 

Oil (4,13 * T (41 

Pil 20 A5C13- Aj5»2) =*' " J At (21 = AS : AS = "" 

FG 10 RE5T0HE 300:HtAi> AS 

ZV SB TRAP /e ; ML STORE ??e+ftD<*14 

HD 60 READ CIT¥$ : RB-lfD+I : GOTO i« 

HH 70 NP=ND-1 : DIM RE J (NO 3 r 0MAM~4ie : OMIN=l 

BO r TRAP 40000 
KM 00 0L$="..- LMf CIJS 

"- 41 1L«* (023 L»S CZ»=LM* 

AH 100 FOR 1=1 TO 4 : T II) =B : NEHT ItFT=487i 
AS (73 i 701 = " 11 ; LPRINT CHR$ ClflJ 

RH 110 0-IHT<ND*RN*(O»+l> ;RE5TDHE 900+8*1 
0 




r 



IV lie read crrv5 r ftp? , h,l ; jutm,u = k: JDflt 

J. , 2J -£ ! T tli =B 
¥K 122 G=XNTC11»RHDC01+1> :R=IHT£36e«RHDCS 

Jl ;Dt=5TR*fC) :0$tLEHCD?3 +13 ="kts" : «*-S 

TD*tRJ ;M$CL£H CM*) **>=«•■" 
RY 12S A*£60,64>~"HIHD-"JA$f05,69>=DS : flS C 

76,72J=" C ■:flSC73 ; 76i -Ht 

HQ 146 FOR I-Z T# 4 

Oft J.4S FOH 6 = 1 TO MP ; RE J f G3 -fl ! HEKT C 
HD 150 R- IHT CHDMRHD t63 *15 : F=0 ; IF RE J CH5 -1 
THEM I5» 

UB 168 FOR A = l TO 4:IF T CO 1 =R THEN F=l ! A= 
4 

GS 17* NEXT A: IF F=l THEN ISO 
ZU 100 RESTORE 990*R*lO : READ CITVE f fiP?.M r 
E 

PH 190 IF HI CM- JQfcfX-1, 1)} >DMAM THEM RE J 

(R)-1:CDT0 I5B 
ZO 280 IF A6S CE JOO CI~1 # 23 I > DMAK THEN ME J 

«RJ=1 ! GOTO 158 
YD 210 IF fltSSCN- JaBCI-1,13 1 <DMIR THEN F = l 
EO 220 IF flUUE JOfltl-l, Z3J <DHIH AMP F=l 

THEN REJCR>=ltF=0!C0T0 ISO 
JU 2 JO T f 1 3 = R : JO BEI,iJ -Mi JOB n r 7 J - F 
II 240 F-0 1 HEKT I 

CI 250 L PRINT **l_lE VENTURE AIR CHARTER C 

o'VLPRJUT "IF^i " i POKE 02,0 
TO 260 LPRIMI "t 4 '■ ; AS ; "fc5" : LPfl TUT LH* 
DP 270 ? "H"JA* 100,701 I * !? "CITY flIRPO 

Ml NORTH EAST F/'TIME*' 

DC 200 LPRIWT "CITT AIRPORT 

NORTH EAST F/TI 

HE T^DFF ACTUAL" 
AS 29» 1PRIHT L.N 5 

RI 306 FOR 1=1 TO 4 ! RESTORE 990«TtI]*10 
NC SIR READ £T$, AP$,H,E;2F 1=4 THEN L3~2 : 
FT=FT-2tG0T0 ISO 

¥6 330 K1=A0SCJOR CI , 1> -JOB CI + 1 ,±5 1 : KZ = ABS 

C JOBtT. 21-JOO tl + l P 21) I L1 = K1 A 2 I L2 = K2 A 2 
HJ 340 LX=ttlT CSflRCLl«L2>> : L3=IHT <L*/11> 
CA 3SB fll^HT tFT^BRJ ;LD=FT-HI*6ft!H9=STR5 t 

HI3 5 B* CLEM CH43 +13 -*■ . »; B=LEMCM$? +1 
ID JOB M$ C LE N CMS i+iJ=5TK5CI_D> ; IF LO<10 TH 

EN MS CB, 03 =^0":MSfB + J, , B+1J =STH* CL01 
LO 370 IF LENCCT$3 >15 THEM CIT YS=C TS 1 I , 16 

3 iCOTO 390 

HF 300 CITV$=CTS ; CITY$CL EH CCITY 53 +1,163=0 
LI 

AS 398 FT=FT+LJ!L3=L3^2:TS=5TRSIU3> ;IF L3 

<10 THEM T*Cl J U="#"if*£2 J iJ=5TR?CU3J 
DO 408 AP$ f LEW CAP* J +1,253 =0L* 
EB 410 ? CITY*:? APS:? "M 

JE? 

SU 42* LPRINT CTTVSj" ";AP*;" 

SE;" "jT*J" »JM*J 

OK 438 ? ■ "JT*; 11 ";HS 
AH 440 IF 1=4 THEM 400 

EJ 458 R = INT(9Mf>HD<H*SJ : RESTORE 520*R*10 : 
HEAD P% 

ON 460 RESTORE 99B+T TI + 13 »10 I RE AD CT* 
TJ 470 ? 0$ t LPRINT D* ; to ■■ : CT$ ; LPRINT L 
Hi 

TZ 48ft NEM T I;LPRINT LH » 

CT 490 7 'f-TTVlfTTJ-llHr.i » 11 ; : INPUT MS : IF H$ 

-*' Y" THEN 100 
Ull SOO IF M$<>"N" THEH 490 
NH 518 END 

GH 520 OAT A CHARTER FLIGHT 

LF 538 DATA UJP CHARTERED FLIGHT 

GO 540 DATA DELIVER URGENT MEDICINE 

DD 556 DATA DELIVER MAIL 

FM 560 DATA CONSIGNMENT OF HA CM I HE PARTS 

ftD 578 DATA TAKE TRAINEE OUT 

GT 580 DATA DELIVER VALUABLE GEMS 

VC 59ft DATA URGENT ATARI COMPUTERS 

BK 600 DATA FLY HERDING GUEST 

cs ?ea o at A *** Chicago area *** 

FP 1000 DATA Aurora, Aurora Hun i , 171S2, 163 
93 

VH 1018 data fliaaninoton, BIooHingtan-tlorM 

11 ,16593,16246 
AB 102B data Chinpai 9n>Uni * of Illinois H 

i I lard, 1648H, 16465 
YK 1B3B DATA Chicago , Chicago Mi d way , 1 7156 

, 16628 

UD 1040 DATA Chicago. Chicago O ■ Hare Int 1 L 

, 17243, 16578 
BN 1050 DATA Chicago, L ans ins MUFI i , 1 70 49,1 

6597 

. , 
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THE TUNNEL 

A FLIGHT SIMULATOR II 
adventure for Washington scenery disk 7 



North Position: 


16159 


Rudder: 


32767 


Ea$t Position: 


20050 


Ailerons: 


32767 


Altitude; 


313 


Flaps: 


0 


Pitch: 


0 


Elevators: 


32767 


Rank: 


0 


Time: 


12:00 


Heading: 


290' 




4 


Airspeed: 


0 


Wind: 


6 kts, 300 


Throttle: 


0 







The urea is Washington, and you are parked by the runway at Dulles 
International Airport Make sure your picnic basket is packed for lunch by 
the Shenandoah River. 

Tune your NAV to Shawnee VOR r 115.3. The DME will show the distance 
to this as 34 miles but you will not he flying that far. Set your OBI and taxi 
to the runway. Before you leave go to radar and zoom out. You will see the 
Potomac river to your right and a black area in the distance ahead. Take 
off and climb to 2000ft. Level off and turn to a heading of 325'. We are still 
aiming for the area of black and you will be flying roughly parallel to the 
Potomac. Adjust the OBI to keep a check on the direction of Shawnee, When 
the DME reads 23 miles, the OBI should be 290'. 

At this point start to descend. You are aiming to land just at the edge of 
the area of black This is about 17 miles from Shawnee, The ground at this 
point is 300ft, so throttle back and try to land smoothly In the green fields. 
Once down you will see that the area of black is really a hill, Increase the 
throttle slightly and keep ihe aircraft moving towards the hi LJ Notice that 
the altitude of the craft does not increase. You are not moving uphill. 
Keep looking forward till the DME reads 16 miles. Now look to your left and 
right. You will see that you are entering a giant cave, l uckily there is a new 
freeway hacked through this hill. With even more luck you will not meet 
any oncoming traffic. Otherwise it could get a bit tricky. 
As you continue deep into the cave, look to the rear and keep to this view 
until you see the roof of the tunnel overhead. A little further on switch to 
a forward view and you should see a little bit of green field ahead. Continue 
on until you come out into the bright sunshine on the other side of the hill 
Now turn to 45' and you should then see the Shenandoah river. For a better 
look at the scene go to radar. Ahead of you is the river running along the 
valley and joining the Potomac further along. 
Now Just cruise along to the river, but steer clear of tht apple orchards, Park 
up and get the picnic basket out. 
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Mark Hutchinson ■ 
JUST AMBLING 



ACROSS THE KEYBOARD 



I have been allowed to indulge myself for the next few issues 
with a new style of column which just 'chats' to you, the 
everyday Atari lovers, und 1 hope that you will find some or 
these amblings (or ramblings!) interesting I have had great 
problems thinking of a title for this new style column, so can I 
ask for your help? As you read the column see if you can come 
up with a suitable name that sums up the chatty' style and drop 
me a line. Thanks. Now let's get on with it! 

Can you imagine getting up one Saturday, having break- 
fast at & am, then working non stop amid a sea of 
strange faces until 3 pm r grabbing a tuna and cucumber 
sandwich and then back amid the sea of faces, surviving until 8 
pm before you eat again? Sunday going the same way but 
without the sandwich and ending up with a whole hour spent 
loading up a van with heavy boxes while the very air about you 
drops to freezing point? A new PAGE 6 adventure game? Maybe, 
read on. 

Sometime during the day, it does not matter which day, all the 
faces blend into one, I suddenly t ome out of a do7.v and find 
myself holding several disks in my trembling hand and staring 
ot someone who is offering me a square of plastic. Who is this 
man? Why does he want a receipt? Where am I? Why can I not 
add up numbers? Panic sets in and I look for help. A nightmare 
come true? INFOCOM unleashes another story? No! The ATARI 
show strikes back! Try it sometime. Volunteer for the next instal- 
ment in March or April and live your own version of a Hammer 
Horror film! 

Seriously though, it is very hard work on the stand and L would 
like to say thank yoa to all those people who persevered with 
waiting to get their PAGE 6 goodies, lohn Sweeney kindly volun^ 
teered for a taste of the action and am 1 right in saying that |ohn 
Davidson also volunteered? 

I would like to thank all the people who said that it was nice 
knowing how PAGE 6 came to be What you read was only 
part of the trials and tribulations over several years, there is 
a lot more. ATARI has a full biography, why not PAGE6? 
As you may know, I have not received much mail these past few 
months but my last column has stirred the consciences of more 
than a few. 1 was able to talk to a few people while I worked 
(dare I say slaved?) on the stand at the Palace. I really do enjoy 
meeting the readers of the magazine on such occasions but I 
must take this opportunity to apologise to them. When you get, 
literally, thousands of people trying their best to get served 
something must go by the board. Anyway, just to mention a few, 
how did the ST turn out Linda, I hope you decided to keep the 
8-bit? Hello Stan, did you decide on the Star? Hello, Mr and Mrs 
Cook, I received your letter and I do remember the 
converstaion. I would suggest a commercial program but I can- 
not recommend one so perhaps you could contact one of our 
advertisers and ask their advice. Finally, sorry Ian, hope you got 
the badge back. P S, To T'GG of the 'Gnome at Home" BBS - 
about the best in the UK in my humble opinion, I really would 
like to visit the Tower but the Slavemaster really works me hard 
(he does pay for my meals though!). 

I have complained heartily about how hard it was to serve all 
you people while I slaved on the stand and complained about 
not getting letters, and in the last column asked what people 
used their computers for. A couple of letters came in which really 
did make me think about how important a home computer can 



be and about how lucky we are to actually attend the modness 
at the Palace, lames Cutler told me that his Atari computer and 
PAGE 6 have helped him considerably over the years as he is 
handicapped and semi housebound. The second was from M, 
Gerum who has a bad heart and who would sorely miss his 
computer. Both these people ore in their sixties in contrast with 
the usual image of computers, and Atari in particular, of the 
young person playing arcade games. 1 have always said that 
computer* should be run and these two people have proved to 
me that computers can also be worthwhile companions. It does 
make me feel somewhat guilty complaining about my little 
aches and pains incurred at the show when I receive such letters. 

Whenever I receive a letter I always read it immediately. 
It is then set beside my computer so it will be notice- 
able the next time I feel the urge in my fingertips. I 
write an answer and store it on disk, sometimes rewriting my 
response, often adding to it. Many times it is easier to copy an 
article from a magazine in my library (1 keep them all safe and 
sound in binders). Once in a while I cannot answer the question 
fully because it is outside my scope but then I try to point the 
reader to another person or article that may help. Finally I will 
print out a copy, read it, mark any errors or notes to be added, 
then get the final version ready. A copy of this is pinned to the 
original letter and kept somewhere safe and a copy is then sent 
out with the SAE. 

Many times I have written long articles to people explaining 
certain points and have never heard if they have helped or not. 
Did 1 give enough detail? Too much? Too involved? I do not 
expect you to reply to my answers, all I ask Is that if you are still 
not sure please write again. 

As you should know by now, PAGE 6 has taken over 
ATARI USER and the magazine is in a state of flux as the 
Editor hies to decide what you want. Thankfully hun- 
dreds of people have been good enough to fill in and return the 
annual survey. For those of you who do not know about this I 
shall explain. PAGE 6 is run by people dedicated to ATARI, both 
8-bit and the ST. We try to give you, the reader, the best we can. 
To do this properly we need to know what you want in your 
magazine, yes, YOUR magazine, not a one-of-many publication! 
If you do not have a survey form or, more specifically, if you 
have previously read only ATARI USER, please write to the Editor 
and let him know your system, likes and dislikes of the magarine 
and what yoa would like to read about in future editions. 
Having indicated that there may be a few changes there is a 
very strong rumour that the Readers Write r page will be expan- 
ded to include more specific queries. Now have a guess who has 
been volunteered for that job? 

By the time you get to read this it will be well past Christmas so 
I hope it has been a pleasant one for you all. 

As always you can write to me at the following address. 

Mark Hutchinson r 
1, Hal ly mount. 
Erin vole, 
Finaghy, 

Belfast BT10 OGL • 
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DISK BONUS 



COLOUR ENHANCER 

a graphics utility by David Blackshaw 



Colour tnhancer allows you to create new pictures or enhance existing 
Micropamter, Atari Artist and other GR15 picture ftJes. The program will 
work with files which hove been stored in either the norma] 62 sector 
formal or in the special space Having compressed format used by Atari 
Artist. Colour Enhancer allows a choice of four different colours on each 
display line allowing 12S colours to be used in the snmt- screen. 
Pictures may be enhanced using either a joystick or Touch Tablet and and 
a lew simple key strokes. The program is Intelligent and will automatically 
load pictures in either normal, compressed or enhanced format. Pictures 
can be saved in either normal Of enhanced format. 
Although wriNen for use with other painting programs such as Micro- 
pointer or Atari Artist r Coluur Knhancer has both o plotting mode a line 
drawing mode and a fill mode and so can be used on its own to create 
MW pictures without the need for any other painting program. 

GETTING STARTED 

To load insert the disk in drive A and boot as any other disk The 
program will operate on 400, 800, XL or XE machines but requires a hill 
48K to run. Hold down the OPTION key when using XL or XE machines 
and removal of all cartridges on other machines. After the title screen has 
appeared, press START to go to the drawing screen. 

Initially the program Is in joystick mode indicated by a flashing cursor in 
the centre of the screen. The cursar can be moved around the screen using 
the joystick, pressing the fire button will cau_se a line to be plotted as the 
cursor moves. You may toggle between joystick and Tablet mode by 
hitting 'J' ori the keyboard, (n Tablet mode the screen is initially blank 
with the cursor only appearing when the stylus is touching the tablet. In 
this mode drawing is achieved by pressing the stylus button whist moving 
It over the tablet, Anyone who is familiar wilh either Micropaintcr or Atari 
Artist will reel at home with Colour Enhancer even though a number of 
commands have been slightly altered. 

An explanation of all of the available commands is given below. Unless 
mentioned otherwise Ihe action of the command is the same in both 
joystick and Tablet mode. 

GENERAL COMMAND 

SPACE BAR - Will switch, between the picture screen and the Option 
Menu and exits many of the command modes. When In Touch Tablet 
mode the Option Menu may also be entered by pressing the .stylus button 
with the pen OFF the tablet. 

PAINTING COMMANDS 

M • Selects the paint pol from which the colour will be obtained. All 

painting is carried out using solid colours. 
C - Allows the colour in each of the four paint pots to be changed. 

Pressing 'C followed by ' 1 ' selects pot number 1 to be changed. 

After the pot has been selected changes are made by pressing the 

arrow keys 

UP ARROW - Increases colour one step 
DOWN ARROW - Decreases colour one step 
LEFT ARROW - Decreases luminance one step 
RIGHT AH ROW Increases luminance one s:t>\i 

Exit this mode by moving the joystick or hitting the spacebar. Colours 
may be changed on either the paint screen or via the Option Menu. See 
below for additional instructions for changing colours when in DLI mode. 

D • Selects Line Draw mode which is indicated by the Line Draw 
cursor. Chose the point to start your line and press either the 
joystick or stylus buttons, Release the button and move cursor to 
the point you want the end of the line to be and press the button 
again. A line will be drawn between the two points using the 
colour from the current paint pot 

P - Returns from draw mode to plot mode 

B - Erases picture but not any DLI's which have been set. Trovided 
that no other commands have been used the picture may be 
restored by pressing J LT 

F - Fill Mode. Fills an enclosed area with colour from the selected 
paint pot. Use the BREAK key to stop the fill at any time 



J - Toggles between loystick and Touch Tablet mode 
11 - Undo. Ihis will undo tin- [as: plot, draw or fill restoring, the 
picture to its previous form 
Arrow - The cursor may be moved by the arrow keys in the Joystick mode 
Keys (do NOT press CONTROL or SHIFT) Pressing the joystick button at 
the same time allows plotting to take place. This is useful when 
greater accuracy is required than can be achieved using the 
joystick. 



SPECIAL DLI KEYS 

A - Add or remove DLI colour change points. 1 Kin option is only available 
when DLLS have been activated by pressing E' whilst in the Option Menu. 
The cursor will change to an J A' with an arrow through It and can be 
moved with either the joystick or stylus. Pressing the pen or joystick button 
activates a DLI colour change pain I al the cursor position which will he 
indicated by the DLI marker, Pressing the button whilst pnmimg to any 
active DLI will turn it off and the marker will disappear. Use the spacebar 
to exit this mode, 

C - The use of this key is changed slightly in DLI mode since colour 
changes are made to selected parts of the screen rather (han the whole. 
Each of the tour paint pots can be changed but the colours selected will 
only change In the area of screen between two selected DLI'S. 

Pressing 'C with DLI '5 activated illuminates the DLI markers and the 
cursor changes to a C r with an arrow through ii. Move the cursor to the 
area of picture you wish to change and press the stylus or fire button to 
select this area. Colour changes can now be made to the four colour paini 
pots by pressing 1 - 4 and the four arrow keys. Colours only change 
between the upper and lower DLI markf n in the area of the cursor. 

After colour changes have been made to one area of the picture another 
area can be selected by pressing the Fire button again, moving the cursor 
to the new location and selecting this area by once again pressing stylus 
or fire button Exit by either moving the joystick or pressing the Space Bar. 

An additional command is available to change the top border colour. 
After selecting C press 'B and the arrow keys to change the colour In the 
top border area. 

Move the joystick, or press the spacebar to exit this mode. 
OPTION MENU 

The option menu allows pictures to be loaded and saved or Ihe disk 
directory to be read. In addition the DLI mode can be activated and the 
colours currently in use seen or changed OS desired. Follow the on screen 
instructions to use the various functions 

E - Enables or disables DLL'S. Note that any DlJ'S that have previous- 
ly been shI will be erased if this option is um-(1 >.■>.;: v ... r . lr. iWi . . 
will remain Intact. A previously saved Enhanced picture will switch 
the DLLs on when loading 

S - saves your picture to disk with your selected filename. Note that 
an extender is not required as the program autuirmricoHy «dds 
PIC. The screen will blank whilst the picture is being saved 

L - Loads a previously saved picture with a PIC extender. The picture 
may he In either standard, compressed or enhanced format. No 
need to worry which as the program will automatically adjust to 
the correct format. The screen will blank during the load process 

[ - EnabJes an index of pictures to be displayed. Names are displayed 
one at a time. Use the spacebar to scroll through them, Pressing 
any other key will exit without reading further titles 



Colour Enhancer is the Bonus program on this issue's 
disk and comes with three example picture files. Disk 
subscribers will have received a copy with the magazine 
but the disk,, which contains alt the other programs from 
this issue ready to run, may be purchased separately for 
fust £2.95, Send your cheque or Postal Order to PACE 6, 
RO. Box 54, Stafford, ST16 WR. Overseas readers should 
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MUSIC 



by Kristofer Andersson 



BOX 



Sometimes the simplest of programs can be quite a lot of fun, although simple to 
use programs are not always that easy to write! Music Box is a nice straightforward 
program that plays what you draw, all you have to do is draw a graph in the box 
provided and Music Box will turn it into your own special tune! 

Type in the program using TYPO 111 to check it as you go and SAVt a copy to disk 
or C5AVE to cassette. When you run the program, you will be asked for your name 
ond will find a special tune played as the program sets itself up. Now choose between 
o sJow or fast tune with the joystick, press the fire button and you will be presented 
with a box in which you draw your tune, rust draw away and when you get to the 
end, your drawing will be transposed into a tune! Simple, yet great fun. 



tl 1 RE H mm*** 
HF J BEH * 

tii i ie« « *>u * 

C* 4 REH * xristflfpr flndtrsson, s»**d*ft * 

ec ■ rek * — "■" * 

It 8 RE« » PPCE * hMAZIHF. - WEI**** 

7 RCH M M W W W W i * Mi m n P. KW H H H HW' M' i mm M KKW H W 

ID II REAO 08,01,02,81,04^05,06,^,118,0*, 
bio, Oil, Oil. 013,014,815,016^1? ,019 .Pi 
t , BZ1,AM, Q2»,a3B,B31, 037, "7,a«» ( 084 

OI 12 BEAR fl?7, Qll , oi**, 01 Jl , fllZiS , 0152 . 02 
88, 0241, 0151 j OZ34j 02&7j 0278, attlj OSfli . 
QUI i BSB 5 j D51E ., a AM , 0*8 B 

DM 14 BBTA •.l i Z J l,4,5,6»7,ti1,ll.ll."jl 
3, 14, 15, 18, 28**, 0***,!*- 21, 27,21,28, 31 
, 32, 47,48,04 ► 7"? j 81 , 41*8.121, 125, 152 

J* 1ft BBTA 12*8, 243, 4251. 47" -4255, 4778, 3 
4 ftft j J588, 45BB, JSBS, 35*5, 7SZ , 494* 

UJ aa tPIO SO 

UT 05 POKE i?Si,28ftiR=*0!F0fl T=ai TO 07:1 
F PEEK 11+284*258} -0.* T1*EH HCXT Is RE TUB. 
M 

VV 06 poke ?S* , 19? : HETUHK 

OH M B1M 1fS<QI> ,"*CDI1> ,t>E$CO?l3 ,PT 1022> 
; FOB I=ai TO 022 : BEAD R ; P T f IT s If i HEW T I 

CB 708 GRAPHICS 00 ISPSU* *S 1 5€ TCOL PR O2,0 
? r -a 1 1 se tc dlOB R4,B8,bb:7 :? " 



TO 

10 
PS 

LP 

rv 



EH 
EH 



H I' 



27E " BBBBBBBBBBBBBBBHBBBBBBBBBBHP 

f H4*SIPO, "hit 1 ! Ufl 

wr nmwi-tt :T eT :t i! ■' ► = ; 

2Z1 T "=========» 

IBB T it I? " r T will «t»rt 

mjt *f pimv WB ur n>w* . - . ■ "i? 

2SB t « Pr#** nflTTm vh»n n&u'r* pbi 

dw" 

283 P0 5ITIB8 a4,O5:FQ0 I-Ol TO 0131? w 
■" ; C Hit S- ( 03 8 J ! C HH t C R-Z'Jl f = HEX ¥ I 
2ftft POSIT I OH 3E,B*tF0R I-Rl TO Oil:? " 
f I CHH ( CdI8 ) 1 CHHtCB23)J ; JHEHT It? CHflf C 

IS) : 3 T ii •■ ^ w^^^^^m-i 

1ST T '^i^V 

215 position Bft,011:rHPtiT nl:Btf:«iiPa 

HE B752,Bli* " "iFffSITIOB, 08.811 l? " " 
IBB FOB 8^021 ¥0 ai 9IEP "01 3 IF Ht EX , H 

i-" ■■ TMcn heht x 

2 1B I F X>0* THEN BEt-BrKai.Kl 

IIB IF >T-0* THEB XSOll J H*="**T8HI ' 

"■ ::BES-"Y0Ur BiaRI" 

IBS IF X<B2l THEM Fan £=01 TO flll-XSH* 
C «t Tl THt tl , 1 J 1 HEHT I 

SB4 iOUm Oi*o24I,01B J B3 j*0UB6 PT r Ol21 
r Bl.B^3lS0l>MB qs,ftI4J,BlB>a3irOB K=01 
TO B2i 

SIS IF X=B7 THCR HTB5Jl=01 J J=0162iCQ1U 



UK SIB IF H=P*2 THEB KZB5H-BZI J = *6lGC5UB 

Ht S3B ir *=01* THEH H=07CI=B»i J-0B1:C0SU 
B B2.SB 

ME S4S IF Jt-019 THE H K i J~Q 3 3 J-ft ■ ; tO S U B 
BIBS 

F^ B«B IP H-BIt THEB *zBlIrI?BZi J=047;t0* 
UB BZBB 

UO EBB H* = 4TB*C*5ClHtCKli» :lfl=l-PHtHll :K1= 
Hi (N$ IKlp K2> } ! S0UB)r BB , 9"T CK1+BB1 , 01 4 1 



B4:70R H=P4 TO KtSS:HEKT HcHEKT K 
no see ^quhP OB J ait2 J 01*,04s»nuHft o% r nui. 

OlOpOI^BUHO Ol.flft* jBll.,02 :t>OUHO 01, 45 

t BIB , 01 f«TCOt.OR 03.02,01!* 
F7 EBB FOB 14=01 TB 4 4 4 I n F KT H 

tw to ib bim imta4ei ,nm co4Bi >f*iho4bi > Mil 

Q4S) r tB4flJ .PVltB+Bi ,RU7CB4BI ,HU (B22J 

03} pPZIE(22} pHHlBft] , MM1C0SJ ,HH2l&61 
HP iB« lb=022;H-B4B:MK=L?^bb 
BC 112i OAT A lil.ilt^JJ. 182,1*2,144,126, 

lZlp!00.tifr d 41,B4^2,S4, 68,01,47,^5,48, 

XSp XI, 7? 

FE H4B FOB I-Bl TB BI7J (BEBB « J PZ C II =K : RE 
XT 1 

7C 114ft DATA 1.1*3,3 J 5 J 5,0>8,B J ±0,10,12-i 

I r lE J lB,l3 J 17,17 J l»,lS,I?,22 
Ofl 1155 F BR J^Ol TO as a FOB 1=01 TB 022 ! RE 

*» K F ftV CI j. J) =H : BEX T 1 3 HEMT J 
UQ 1171 PATH l,a.l J B,l,8,0.1>8,l.S,l,8,8, 

1,8,1.8,1,8,8,1 
OE 1171 OBTB 1,8, 8, l,Bj.*p*pi,ipB, 1,8,2,8, 

4,8,8,1,8,1,8, i 
TZ 1174 B ATA 8, L, 8,8, 1,». J->B, 1,8,8,1, 8,1-, 

8,1,8,8,1,8.1.8 
Tl U1« BBTO 017 

I* 11*8 10UH0 I , J, R18,03 : SETCBLOB 07,B2,K 
8B 1212 RE TURK 

[ j 2**8 SOUKP aa,PrCfll* iOlBpOZiFOP H=B2 T 
* L4 tBVl 1X1 =BB cltEKT H3FBB K-01 TO L» * 
TCP AMR H ; RW 1 CXI - CtL i HEM T X 

MU IB ZB tl-OUHO 08, PT t021 , 018, B2 if OR H-ai T 
8 Lf STEP BWRX c RV2 (Kl =0 1 9 HEX T H1RU1CL8 
l=fl8lP0B X=01 TO L9iBU2CX}=B*:MEHT K 

V« 1BB8 AI=**tATB*snl:K2=0l!FnB 1=08 TO " 
TCCL?**) ^821 1F0B K=K1 TB *i+A2 S-TEP A* 
RBITF X>C*+A OB WiA THEB 15»B 

ZC 1567 .8112 IH-Al =01 

F6 lftSS HEKT XI FOR J=08 TO A-BlSQUHP dl,P 
T 107+ ClHTf rx*JJ/02J = fT*JJ^B2J i ,01B,BZ: 
F BR X = ICI TO KZ»6-* 4TEP «*RX 

at 1*24 IF NHltft OB HCA THEH 1S70 

I* 1*77 RV2tH-AI=ai 

VG 1570 HE XT n:H2=«2+A. BEXT J;ri=1Cl + A2:KZ 

-H13HEXT IiRyitL3>-0* 
CU 1881 BETURM 
HX ZBBB REM 

OH 3 SB 2 tRAPHIC^ D2* 1 13ZTC0I.BR 02,07 r OIi8E 
TC0L08 04,*7,0I3PPKE 0752.B2E? CHflffPl 
25); SOUND BB,t>24 3.BlB,Ql iSOUHB ai,0121 
,ai*,0 

TP 2B14 ?di)HD 5)3^81,018,01^0880 BJ.aJT, 
iMH.oi : paw r irm a?, Bis? "VtBr* f t*ll 
th8 ryTKH l":P05ITIBH OB, 08 

HO ZBSB 7 " 5L0H FB8T "1 

PQSIT10H B12,BiZtt "USE JBH1TICK" ! PBS I 
nan cjj./fl 

5E 2898 ? "PPftS V r«4 ftUttQP **»»A yQU'P* r 
884V , (80SITIPH flit, 07 3 T "8**j: FOR H^B 
1 TB 111: BERT Hi SR=Q1 3 BC'88 I PR = 017 

5Z 2BH I = Rlf 

Efc 22Z* IP 5 T BTC I RBI =08 THEH ZZi* 
TH Zli* FOR H-Bl Tft 0113BEXT MtK=STTC« tBB 
1 tlf K=Q7 8KB RC<FR THEH HC-Rt t a i : PC 1 
T 188 1,07:T " "3t=I+01CP05TTr*H I, 07 I? 

"P"J. 



ZlftB IF Broil flRP «C>5H THEB HE'RC-OH 
POSITION 1,07 17 I-2-aiiP05ITIBB I, 

8j7f7 

2178 GOTO 2178 
Ml H 

2Z81 POKF a/ f , 00 : &OSUB 4596 : IF BC=Q1 T 
HEH b=at:B=a-3fcx=ft2 

2215 IF RC=07 THEH fl=07 Efl=01 IRM-Q" 
2228 IF RC=0I THEH A=R5 1 H=B1 ! RN=B2 
2228 IF BC = B4 THEH P-08 1 B=0I > RX=07 
2718 IT BC=P5 THEH A=ai!8=02:8H=B2 
2235 IF RC=0l> TN£N B = <J6 i 8 = D 1 i RK rO 2 
2t4B> IT BTt=07 THEB A=»3B=al 
ZZ4S IF RC=B* THEH 8=07CB=BI 
2ZB8 IF BC=a* THFH 



PJ 

IB 

r d 
dt 
OP 
DH 

CI 



HF 

FC 



IIK-B1 
BH = B1 

B=OS:B=D3lRM=Bl 
BJ 22BS IF BC = B1* THEB A=04 3 0=O a I RK=Pl 
IF 2288 IF »r (111 THEB 8-01 : B-flZ 1 8it=01 
726B IF RC=01Z THEH *=BB 1 *=B1 i RX±01 
2775 BBIUD IfiBBiiOUBB DB, 08 , R8, B8 : tRif 
HICS 04 1 ^ETCOLBB 02,02 , BZ : 4ETC0UBB 04, 
OS, 04 J COLOR O/ll PLOT 015,0*:&RP"ra 
081 COS 

3215 RRAHTO 064,OS13PR0HTO oi5,P3l:DKP 
HTO B15i08:rOB I-fll TO L»3lP BW1 CH TH 
EH PLOT T*Oia,032 
(iJ 17*8 HLN1 I;PDRt 0757,011 T if 3? t? "I 
ORAM YULlR HE L BPT BOH'" 3 * tH = Dl]PY=n 
0:HH«H)M>V:PLOT K*01S,BI2-**4fHJ 
PH 3178 SBUHO OB.PTIHMCKM ,Bl4,0* 
12 I3II 8EH 

T8 SII5 K=STICKCB8» ilP TH«B ftV=OB : 60 

SU* 0400 



CE 
(iJ 



AC 



UK 
HK 
VJ 
Rfr 

PO 
GE 
I* 
Ufl 



JtI45 
IISB 
J J'j'j 
33BB 
73ft8 



TF 
TF 
1^ 







K=fl8 THEB PTf = 01:COSUB 04t8 
8=09 THEB BY=-B1 LOG SUB 0488 
K-D14 THEB ST-ai! GPSU8 0881 
IB K=01* THEH BT=-01:C05U8 05*1 
IF K=R11 THEH bOSUB IS** 
5PUHP 08, FT IHHCKf? ,B14,0* 
11*8 IF X>=L» THEH O0T0 
1195 OOTB 3333 
TO 34*4 BEH 

OH 9 4*1 POKE B7T,B0:P*-HrtHO*BV:lF P*<01 

TKEH PT=01 
TC 143* IF BV>L* THEH PV-LB 

PI 3448 X=X+01;HHCXl=P¥iPLOT lt>015,R3l HH 
CHI 

tC 149S RE T UN" 
11 .IS (IB REM 

KA 3581 PORE B77 , OB ! HH t XI -HH ISO *0 T ; IT HH( 

HMB1 THEH HH|H]i=ai 
JO 1515 IF MMOO>L8 THEH HHeX5=i.# 
ZE 1528 IF 6Y=-01 THEM- SQTH 1*55 
IM IS 2 5 IF HHOOFPY THEH SOTO 0S85 
HT 3S3# COI-BH Of iPIOI x*015,a31-CHMCMP'Hl 

1 1 PRAHTO X»nlS,0U-Ol iCOLOH BI 
KB 1558 GOTO OEM 

uri 15*8 IP HHfX^iPT THEH GOTO 0505 

HK 35S0 CBLOR 00;PLBT K+0i5,B*l-£HHlXl»01 

1 SDHAHTO X^OIS.OSI-LOICOIOR □! 
XI I*** GOTO B*SB 
BP 3515 PI DT H*015 . B21-HM<X> 
C5 T8*t RETUBH 
TK 5BB* REM 

XX 28* i POKE B77,00!BK=XtlF K>P1 THE* B*B 

BR S420 Pt-HHIXJ i COLOR BBlPLOT PKlBl^.OIl 
Ol S RPAHTB #i W+015-B3l i. 03 COLOR 01 ! PtBT 
X*OlS,031-HH[itl 

CI IBtS OETURH 

IH 3788 REH 

SH 3718 FflO 1=01 Tfl 040:CPLOR fi*;PLBT 1*0 
I5,*II-ai j0B*»T0 1*015, B34-LBCPLBT 
IS, 032; COLOR 0 1 3 PI O T 1*015. B31-HMCTI ti 
EMI 2 

37S8 RE TUB M 
3008 HEH 

3818 FOB K=01 TO B**tIF RU !M»r01 THEB 
sOUHff Ol,B8,08.O8 

3838 SOUHD UL, PTCHHIRJl, 018, B«: COLOR • 
B 1 PL DT M * 018 , Bll - P*4 IX 1 1 COLOB B1:PM 
Bl TO Bill HEX t HI PLOT x*B15.DS1-HH<K»i 



CK 
20 
UD 



JO 3ft?* 50UMB 01,00,08,00 
CH JOTS 8ETUB8 

HH 13*8 ? :f e? I? r "Hwmm. . r*' 

CH I88« SOUttO 08,00,08,00 1 FOB H^Dl TO tfl 

OH(X) HH f K) 3 RO *Hl =BV1 TX> I BEHT XsGOsUB 

GQBBcGDSUB 3788;G0SUB TflBB 
CT 35^8 f 1 2 " SHUT UP! THE CPHP04I 

TOR IS HOBKIHG"! T SPOB K=D1 It 1*3 PBtl C 

X}=HHCH]iHEHT R;GQ8US 010* 

1S1E rOB 1=01 TO Oft! HMl HI -HMITJ :REWT 

I ] FOB XiOl TO L» |HHtXl=OHCNJ :HEXT ■!«■ 

SUl 55*83 FOR xrffl TO L* IBM 1X3 ^RV2 CHUB 

EXT H 

O T ABI8 GOSltB QBBB i:FOR H-Ol T 0 L > : WHZ tMi = 
MM CK} ; HEHT X t UB7U1 0488 E FOB I =81 70 08 
i HH Z 41 1 = HH 1 1 1 i HE HT I 

BE 4875 f 6? "HOVE THE JOYSTICK TP HEAR V 
OUR SOHO **d • 

EH 4B9B IP STBIGIB8) =01 ABB STICK tBBl =B1B 
THEB 481* 
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HH 4BT4 f If ;FfJKt 6S7 j HfBEfl ^02 

7P ■> BEf Hi>lndbi":CDia «ID 

IB 4 t PI CI RF M 

VT 4110 TC=00: SC=QO iOC=0O : TUrpB: SU-aftiDU- 
A0:rOR X-ni TO L?;HK-1MT CtH-RU/HKJ i SO 
UND DO K PT 5GHCNJ 3 j SIB, 02 

ZV 4135 ir MH-4te □ H HK<> CX~01> SKX THEM 42 

75 

V5 4140 If TU>5V AMP TV>PV THEN GOTO QZG1 
flu 4145 IF 5V>TV AND SV>PM T«EK GOTP 0?54 
AH 4150 ir PM>IU AHf> bV>SV THEN GOTO 0257 
HI 415E XT TV-5U AND 1'U-PV TUtN 4 Z U 0 
OK 4 ICO IF TW=5U AND TCC-5C THC.H G Ot O C3Z6 
1 

HH 4155 IF TUrSU THE* SOTO Q2 54 
HO 4176 IF TV=PV AND TC^-tC T H F H GDTu 075 
1 

JH 4175 IF 7W=AU THEM GOTO Q25? 

LB 41BB IF 5U=DU AND VL- <Dt r H L N UOTO 025* 

JR 4105 IF SM-OV THEN GOTO R257 

WO 4286 IF TCtSC AND TC<DC T*EH GOTO lt?SI 

Ot 4 IBB ir »C<TC UNA %t<DC THEN GOTO 0254 

□ L 4Z1B IF DC < TC ftHP DC <SC THEM GO T □ RZS? 
YA 4215 IF TC=5C AHO 5C=DC T HE H GOTO 0?51 
SH 4226 IF TG=5C THEN GOTO 0251 

HP 4zi» ir Tt^DC THE* GOTO 0251 

HP 4Z3fl IT 3 C —DC THIN CiDlO 12 2 5/ 

Li 4ZSI T C = T C ■ □ 1 ; Ml f MM] -Qi : &D T 0 0 2 70 

OG 4254 SC = SC+Q,1 : HH IHHJ ~fl4 I CDTO QZ70 

GQ 4255 D G-0 C * 01 ! HH f NX? - Q 5 : GOTO 0/770 

zi 4270 iu=ao:av=ae;DU=ao 

IU 4Z?E TU-TU*HU tHHtKJ ,011 ! W= 1 tH HV CMtCHl 
, R21 ;£>V-PV»WV imlKl ,03) : NEXT H : SOUND- Q 
O , Qfl , OO , QH : W( C0H3 -Ol 

CR 429? RETURN 

I J 4500 REM 

CM 4505 FOR N = 01 TO L9 : «H = I NT C <>1 - Oil SHHi * 
n I : GO SUB 4Glfl : IF HM O £ IX-D11 SXJI> • Dl Til 
EH 4HE5 

OB 4E25 IF HH-01 THE H H1=G 1 3 H2 = OE ; H3-Q1 B 
T» 4530 IF NH=Q4 THEN ttA-O* f [«3?Hli 
HH 4515 IF HM-Q5 THEM Hi~DP : H3rOi; : H 3 - (i 1 
MT 4540 SOUMP Ol , OB, OB, OS! 1 D U H D O ? . 0 B , OO . 

QOlSQUNP 03,00,00.00 
ZX 4 5 55 IF RV=01 THEN SOUND (36,00.06,00 
Vfl 4 5BO 5DUHD □ B j PT C HH3 j O 1 4 , OO I CO L 0>R OS 3 P 
L01 X+fllS, Q31-Q1 ;0M AMTO X ♦ Rl 5 j 03 1 -LB P 5 
DUHD ni ., PT CM13 J.01B, 02 3 1QUMP 02 J PTCH2), 

me, az 

Bk 4500 50UH0 07.PT«HJ1 ,D18.d2:FDB H=01 T 

0 05 S NEXT H: COLOR OliPLCT H+OIB , PIL-HM 
; HtKT X 

au 4546 sound oi j aa , db j ae 3 sduhd DZ,ae^DB, 
QB: SOUND 03, QB. 00, OB: SOUND (Kt.DB.oe.OB 
Qfi 4600 RETURN 
10 4510 REM 

flV 4515 IF SSOQ1 THEN 4630 

ZS 4520 HH-HtU. f Ml I RU = AMI f X 1 : MH=HH 1 C MXJ 

U£ 46 ZG KOTO 4B4B 

CG 4 530 HH^HHZCN) :RV=RU2CX) :HH-HHZCHK3 
BO 4G + B BE TURN 
IP 4 BOO HEN 
MR 4S1H I-Ol 

LI 4015 IF RUCIl^OB THEN *HtI3 -HHC I-Oi ] 
02 402ft I=I+QliIF K-040 THEN 4615 
TH 4030 I-D48 

□ u 49STi r-X-Qi:xr mm ixj -hh ii+UIj THEM 403 

B 

4S4B ITI»Q1 :HMCI1TPZCNMCI>) 
DM 4045 IF I<041 THEN GOTO 4 040 
CM 404 S RETUHH 
Ifl bttOU HLM 

ft S0O1 POKE P77j.GB j 44=01 j G04US 0503:14=0 

1 l GO 5 KB 0543 ; 2 CO 94J B OSOI : SSrOi s EO 
SUB R503:G0SUB TTOO 

VZ 5092 IF X=TJf THEN GOTO RIO 
GU 50)* GOTO 017 
IK »00 RL H 

CH SS1B TK = QH 1 BK = LB 1 FOR X=OX TO Li : 2 DUHD 
00. PTCOHCH>) ,014.01 : IF M»CX> > TX THEN T 
H i I B H N1 

tu 5SIO IF HHIX3CBM THEN ftX=HHtH} 
VO 553S HE K T K t CM = t ETX B H J /OZi * BK ; T DR X ■ Q 
X T □ L): I" MH EX J : SDUHD EtD j PT I DM EKJ I , RJ.4 
. Rl I IF Z>CX THEN HHCKl=Z-INTf (X-CKl^RZ 
I 

JG 5S00 IF Z<CX THEN MHCK) =Z+INT C CCH-ZJ /O 
21 

VP S 5 7 B HE H T X I 1 □ U HP OO , CI O , OO „ Q R 
CI SIS 9 3 RETUHH 
IH 11 BB REM 

PO ??20 T !T E? 3? " ^ RFD BUTTOH HE 

H SONG":? "^HOUE JOYSTICK REPEAT" I 

Hi-01 

UK 114B IF STICK CQAJ (> OlS THEN *97S 

XU If IE IF STRIG (DB3 OOl THEH 1 1 7© 

YL T955 GOTO If 40 

BB 9770 X-H+Ql 

IX 3975 N-H + Ql 3 POKE 077,00 

CLJ * 1 IE RETURN 

HY 3399 END 



ATARI USER 



OFFERS 



See inside front cover for details 
of these offers 

BACK ISSUE PACK £5.00 
Overseas add E3 for surface mail only 



10 OF THE BEST 
GAMES Vol. 1 * disk 
GAMES Vol. 2 - disk 
UTILITIES - disk 



E3.9S H 
E3.95 □ 
£3.95 □ 



ATARI USER TOOLKIT 

Cassette 
Disk 



£2,95 
£3.95 



a 



MINI OFFICE II 



£14.95 □ 



DISK STORAGE BOX 



£4.95 □ 



ATARI USER DUST COVERS 
130XE £3.95 □ 

800XL £3.95 □ 



ATARI USER BINDER 



£4,95 n 
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TURBO BASIC 



£3.95 □ 



SPELL ME 
Cassette 
Disk 



£4.95 □ 
£6.95 □ 



Postage included in UJC Europe add £1,50 per order. 
World add £3 per order. Beck Issue Pack prices as shown. 



Name 
Address 



Cheque/ Post a I Order enclosed for £ 



] I wish to pay by Access/Ma stercard/Eurocard 'Visa 
Ca rd No. □□□ □□□□ □□□□ □□□□ 



Expiry date: 

□□□□ 



Please debit ray credit card above with £ 
Signature HH . 

Send your order to 
PAGE 6 ATARI USER 
P.O. BOX, 54, STAFFORD, ST16 1DR 

Please allow up to 20- days lor delivery 

Credit card orders accepted by telephone on 07B5 21392& 




• It* ScaMiscftijb-LliHy Ctec 

* F*alures i Gam* Menu System 

*Uap« Discs 

* FomH* bntt 

# ElUUas ynj la nail* Bjd-S*dcjn. 



ft» CWsn Tape ifl Ok Trambf 

• Dbc b Tjp4 Tl M&M 

# Tjpfl id Tap* Copw 

* AiriotoM daiHtf Crania 
9 RJ iflsbmdiora suoplud 

ft) f\s i FHtE bcr us ginw rdudw: 

* ScimMecifl vrty tl t.H f*e P4P 



Atari HLf%E Disc 



• Tr* Haas-Kapy LuHttt euh-up Syshmi 
4> A muBl *x bI Atari Taps kasad &fSl9*-4 
ft CopuE Gairws la i Slink Cassad* 

# Spsciil 2 Program Pnx 
ft Incnustts th( Pnggwi Lw*ig ^fmarh 

k FREE KtUS 3IFT1 ft BouikS mto PtimkM Tap*f 

"nghl UnH p mgHiKj gam wp- • ^ dm e*ni 4i**irt4 1 mtffy Ph*«i«l ^« 
pliKl an raqullt riSl 41Ch SCIIV ft Fjl ma-ijdiCOS 3iNPiC4ied 
□IK cr Kui-Kapy iwiir ft Kw Kopy is nif f 14 M wvr. PIP 

Swidi ch«|u*Wp*ptb to: SOPTSCAH, (DipL *U). PO Boi *J, HcmfenlTdi 
(HQ 90134. kwi cirdhoiriwi iwf D'o*f by Utopncrj 'or urn* diy Ah 
patdt! Our Sflnieari Halcgui, Katurtng tafflmut tar mow cwnputw i, kidud- 
Ing Hi* Attrl HLlEiST.4fi0D, Ib BupfNlad wWi He* water, sr Umfriy Hnd Sop tor 
■ copy of TJit Html Ihuil 
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STAR RIDER 




Admit it! Paul Lay's 
latest space shoot out 
is just too fast for you 
- you are doomed! 



Your planet is being attacked by hordes of alien space craft and it seems you are the lost hope of 
survival. You sit behind the controls of a Surface Runner vehicle which glides over the surface of the 
planet at an incredible speed. You are protected by a force field and armed with 
a limitless supply of photon missiles. You are the STAR RIDER. 
The object is to blast asmanyofthealicn spacecraft as you can, without letting them get past you. 
Every time you hit an alien your score is increased and your shields are boosted, however when an 
alien gets past you it zaps your shields making your Surface Runner vehicle shudder. 
The game is over when your shields have gone. You will find STAR RIDER fast 
and furious especially at the higher levels, if you ever get that far! 



TYPING IT IN 



STAR RIDER is a single player, all machine code 
arcade style game for any 8-bit Atari with at least 
48k RAM and will run from both cassette and 
disk, fust type in the listing, using TYPO III to 
check for mistakes as you go and save a copy of 
the listing before you run it 4 

The program you have typed in will create a 
boot disk or tape so you will need a new tape or 
a formatted disk. Load the program, if it is not 
already in memory, and RUN it, The listing: will 
check the DATA statements and tell you if there 
are any errors. You will be asked whether you 
want to create a Cassette or Disk version, make 
sure that your cassette or disk is ready and 
answer accordingly. A bootable version of the 
game will be created. 

To run the cassette version, rewind the tope und 
Switch your machine on with the START button 
held down. The disk version con be run from DOS 
option L or the program can be renamed to 
AUTORUN.SYS when it will run automatically as 
the computer is switched on,, providing that you 
have written the DOS flies to your disk. 



STAR RIDER CONTROLS 

START begins a game at wave 1 

1, 2, % 4, 5 begin a game at levels 10, 20, 30, 

40, 50 respectively 
T Toggles vertical control of the 

joystick 
ESC aborts the game 

SPACEBAR Pauses/resumes a game 

Use joystick in port 1 to manoeuvre the 
crosshair sights and press the trigger to fire 
a photon missile, 



HIGH SCORES 

If you manage to survive that far r you will be able to 
enter your name on the high score screen. Moving the 
joystick left and right will move the cursor in the 
appropriate direction and moving the joystick up and 
down moves forwards und backwards through the 
characters. When your name is complete, press the 
trigger and your name will be entered. On subsequent 
high scores, the name entered appears as a default to 
save you entering your name each time. 
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STAR RIDER 



NO 
QJ 
ZC 
dJ 
ZE 
SS 

cv 

WU 
Gfi 



STAR Rider 
PrqjriHMed by Paul Lay 



1 REM 

2 HEM « 

3 HI M * 

4 REM * 

5 REM * * 

6 REM * * 

7 REM * PACE 6 MAGAZINE, ENGLAND # 
« RFM MH WKHMim H W llii mU f MWWWW HH KWWWWMKH 
9 REH * 



JT IB GRAPHICS 8:DIM C0DE$f97T , HEM C223 jda 
ta o,i.2,3,4,5,6,7,6,9,B,B,B,0.0.B..0 r i 

0, 11, 12,13, 14, 15 
GT 29 FOR 1=9 TO 2.2 i HEAD J l HE X(I3-JiNEXT 

I!? If "STAB RIDER" 1 WR2TIKG=8 i ? T? "WW 

* CHECKING DATA** 
UN 30 TRAP 90:RE*TQRE 18B8:F0R LI WE- 1809 

TO 2568 STEP 1*:? "LINE M J LI WE ; ! Cb- 0 
HG 48 HEAP COOES: IF L 1Mb <} P FFK ( 1 0 33 +256»P 

EEKC104J THEN 7 ■■ HISSING » " : END 
FC 58 IF L£HCCODE*> <>96 THEN 90 
BI 68 FOR 1=1 TO 95 STEP 2 ; 0YTE=16*HEX CAS 

CCCBDE? (13 3 -483 +HEX* *SC C COOES (I + J.I3 -411 

3 

LI 28 IF WRITING THEN PUT »1 , BYTE ; NEXT Xl 

READ TOTAL ; * ; HE NT LINE ! CLOSE ttl ; ? : ? 

"WWW FILE CREATED"; END 
TC HB CS=CS - BYTL -, NfcKT I ; READ TOTAL : IF AB1> 

CCb-iOdfl*TNT CtS^ieoes J - TOTrtL THEM ? :H 

EXT L, IMF : CO T 0 188 
5Y 98 ? BAD DATA":EHD 

IU is* ? CREATE FILE":? "C...CASS 

ETTE EB08I1":? "O...DISK (BINARY L0AD3 

"IPOKE 784,255 
CM 110 K=PEEK<704> ;IF K"2H5 THEN 118 
Mil 128 POKE 704 , 255: IF K = 5B THEN 15B 
AP 138 ? "'READY CASSETTE AMD PRESS RETURN 

" ; ! OPEN ilfMni^^l? : RESTORE 108 
IM 148 FOR 1 = 1 TO 6: READ JlPHT ttl t J ; NEXT 

I!?- ■? WRITING FlLE";WRITING=i : GB 

TO 38 

HB 158 ? "INSERT DISK WITH DOS AND PRESS 
RETURN"; : POME 764,255 

OR 180 IF PEEK C7641 <>12 THEN 168 

XE 178 POKE 764,25&:0PEN HI ,8,8, **B ; A U T 9 R U 
■-SYS"!? ! RESTORE ISO: GOTO 140 

XI 18B DATA 0,08.247,71,6,0 

KE 448 DATA 255,255,263,31,190,61 

KH 1880 RATA 4CD/26B9 688 888 80 888 BBB 098 888 
8B38F3FFFFe8203C3CFFFFFFFFft6e9998C8CCF 
CFFF6000860B8ABO7 969004CD4PDE4 , 931 

IB 1818 8 AT A EEF4PPCCC9D7D5E7E9FFF9CP9C7D 
b D JF. S E FF 9F BSC 04 D D D 4 E EE 4 FT I -B U EJ 8 8 8 BOA BAB 
97 9*S9 5 9500 878 88989 9 F 40F 0 4 9 E9B t 7 3 

LH 1029 DATA B B Bfl BBF7F5E7E9 DAB D B 8 90 7 F 5 F 7E 
VED&DB9O604I- F e48E8990688889S9585B00796 
8999B00ee80B8C8DaE?F89998ABBCC,23 

PP 1938 DATA 9 D E E 8 F 8 8 80 A8BBCCD9EEF8888 808 
96 C 888 E A F 90 F 7 E 88 98 A 8 B 0900 0 F FOD CCS OOS 8 B 
ee08FrD0CC6O0OeS0O8BrBE70BB98A l fl94 

LE 1846 DATA BB860088BD 90 9 F 9 8 9D A 8 B BC C D DEE 
irtfcDDCCfiOOQDUUOF ?88D?0ABB88088888flB8B 
688009908888000008800999998888 , 549 

ZD 1050 DATA 8800*80908608888468080000099 
BaDB86e00S0BBB8eBB080990000000flB009900 
6999 9906 900 0BB 809 980O 00 0008 880 , B 

ZR 1000 DATA 0880098009990000000008898099 
000e800888000888B009998608e80a8888Bfl08 

000B00999eB8880eeB89«9eeee#088, a 

ZU 1678 DATA 08ee00008BBDBB890«SeS00OSSSB 
B090e8800BeBH8B0090000BBBUB8BBB0088900 
889908806888800009900888800089,0 

VI 10OB DATA #88880088809008880*008888868 
00080900098381828101030191828301820103 
81936181 6281820381030101810381, 238 

CA 1898 DATA 81S1BZH 183B19382610381FFFF99 
8 6 8 3 F F FF F F 8 8 008 1FFFFFFBB 686 1FFFFFF9 900 
B1FFFFFFO8SS01FFFFFF088881FFFF, 728 

HU 1100 DATA FF88B0FFFC88008FFFFFFE000887 
F F F F F E 88 8881FFFF FF 8888B1FFFF FF 888 846 F F 
FFFFC08BB87FFFf FF888FFE880007F , 468 

HM 1110 DATA FFFFF000009FFFFFFC88BB43FFFF 
F F 6 8 BB 0 9F F F FF FCO00B8SFF FF F F 8 B 000 1FFFFF 
F EOS F F 8 B 88 0 1 F FF F F F E BBB 0 9 3F F F F F , 3 1 4 

ZE 1129 DATA F 00 0 0903FFFFFF88B 990 F F F FF FEB 
B8Q01FFFFFFC900003FFFFFFEBF9900087FFFF 
F F 8 60 8 6 9 7 F F F F F F 098 8 8 B 7 F F F F F F 0 0 , 4 1 

5Z 1138 DATA 80DB 7F F F T f I BB B8887FFFFFF8888 
90 FF F F F F F PC 088 963 FFFFFFE0 090 0 8 FF F F F FE* 



000 007FFFFFF0 800007 FF FFFF 8 BBB B ,669 

PC 1140 DATA 83FFFFFFC080S01FFFFFFFBB8000 
F F FF"F F F B 8008 0 3 FF F F F F C 8 8 8 0*0 F FFFF FF 80 8 8 
083FFFFFFC899081FFFFFF F00B8BB 7 p 6=> ?. 

AL 1158 DATA FFF F FF886887F F FFF F E9B688B7F F 
FFFFB080000FFFFFFF08888e3FFFFFFE800ee8 
7FFF FFF C000909FF FFFF A0001F FFFF ,537 

RU 1108 DATA F F 8 8 BOOS 1 FFF FFFF 88 8 886 1 F F F FF 
F F 0000 0B1FFFFFFF 6 608 883 FFF FFFF 888 888 Sf 
fit F BBUOFFFFFTr r^BOWOBJlF F FFFFE „ 982 

IP 1178 DATA 00 0 8 90 1FFFFFFF8B 8888 1FFFFFFF 
008 8 8 80F F F F F F F C 8 8 8 9 96 7 F F F F 6 6 0 3 F F F F F F F 8 
880B80FFFFFFF C60BB8B1FFFFF FFB8, 938 

LL 118* DATA 08B00FFFFFFFP0000907FFF FFFF 8 
SOS 88 1FFFF901FFFFFFFE8B8 BBB 1FFFFFFF688 
9080 3 F FF F F F F 9 9 908 8 8 F FFF FFFF. 988 ,639 

LP 1190 DATA 6881FFFFFFFC6 66 8 6 U 3 F FFB87FFF 
F F F F B 9008 8 8 7FF F F F F F 90088 8 8 7F F F FFF F 8 B 8 B 
B8 0 7 F FFFF F F 0 0000 0 8 F FFF FFF F0*0 0 t 79fl 

V0 1208 DATA B8BFFF BlFFF F FFFE89908BBFFFFF 
f F EBB00B807FFFFFFF08688887FFFFFFF80B00 

08 3 F FFFF F F C 0 00000 IFF OFF F F FFFF 0 , 490 

ZP 1218 DATA 0889983FFFFFFFC8800000FFFFFF 
FFB808B803F FFFFFFC 6 886881 F FFFFF F FB8B0 0 
00 7 F 3F FFF FFF E 8 B 9 0 9 0* 7F F F F FF F 8 8 , 705 

OK 122* PAT* 088 008 FFFFFF F F 0 000 800 If F F F F F 
F E 8 8 8008 8 7F F F F F F F 0008 888 BF FFFF F FF F C 8 8 B 
BBO8FFFFFFFF6B880991FFFFFFFF00, 543 

HD 1238 DAT A 00 099 IFF FFF FFE0 880 906 3FFFF FF 
FE 888 80*0 3 FFF F FFFF 098 8888 IFF F F FFFF0 8 9 0 
O081 FFFFfFF F*O0 8 8 881 F F F F F FFF 08 , 9 78 

IP 1248 DATA 900 9 9 IFF F F FFFF 000 0 0 908F F F FFF 
FC 888 000 07FFFFFFFE00888803FFFFFFFF8B 88 
8888FFFFFFFFSB0088887FFFFFFFE8 , 621 

UT 1258 DATA 809OB0F P f F F F F Ofl008B01FFFFFFF 
FC0B 8 8 80*3 F F FF F F F F 9 9*0 888 BFFF F F FFF C 800 

9 9903 F F FF FFFF 000099 9FF F F F F C 9*0 , 675 

OC 1269 DATA 00*8 3FFFFFFFF 00*0 88887FFFFFF 
FF000800807FFFFFFFE0000O00*FFFFFFFFe«O 
888 BFFF FF F 6 90 B8BBBF FFFF FFFF 008 ,722 

HC 1270 DATA 9089 9 7 FFF FFFF FB0 0 0 999 0 7 F FF F F 
FFFOOB0BOO87F FFF FFFF 688 008 F FFFFC0BB000 
8 1 FF FFF FFF E08 88*000 FFFF FFF FF*0 , 044 

5C 1288 DATA 8006883FFFFFFFF008B80801FFFF 
FF F F £ 8 908 8FFFFF688 8*00 0 7 FFF FFFFFCB88 0* 
6 88FFFFFFFFFB 888 0888 3FF FFFFFFC ,595 

TX 1298 DATA 0008 888 8F FFFFFFFFBB 098 F F F F C 8 
8 8 0*8 8 8 FF F F F F F FF 6688 00001 F FFF F F FFFOB 8 8 
68B01FFFFF FFFE00668B8B3 FFFFFFf , 930 

HJ 1388 DATA F E 900 8 FFFF A0 0 0 9908 3 F FFF F F FFF 
8 8 80 00001FFFFFFFFF0 0000 000 IF FFFFFFFFBB 
6088001FFFFFFFFF0«*0FFFC00888*, 365 

PO 1310 DATA 8 8 7F FFFFFFFE9 9900 8883FFFF FF F 
F F 0*0 088 D00F F FFF F F F F 00*8 88090 7 F F FFF FFF 
E 9 9 9F F F 8 8 8»B 800 0F FFFFFFFFC8 888 ,599 

FK 1320 DATA 8 B 0*3 F FFFF FFFF 80*08 8 088 F F F F F 
F F F F C 9 9 989 8B83FFFFFFFFF0B 8 F F G 6 8 0 BBB 003 
FFFFFFFFFB000888B07FFFFFFFFF8B,SS4 

LZ 1338 DATA 00899B07FFFFFFFFE08B000001FF 
FF FFF FFEB0FFOO 00*8 009 7FF FFF FFFF 888 0800 

08 7FFFFFFFFF88 8808=800 7FFFFF FFF ,77* 

KG 1340 DATA FBOG 68888B7FFFFFF FFF 88F C88BB 
00801FFFFFFFFFE0**08880BFFFFFF FFFF06 9B 
0OO003FFFFFFFFF888e00O083FFFFF , 839 

HR 1I50 DATA FFFF E6 303B78F04 2692 942007402 
628292028292020283 82828244 9921 4 F89210F 
0F0FBFOF0F8F0F0FBF8F8F8F0F9F9F ,618 

AY 1369 DATA 0F0F9F0F8F8F BF BF8FBFBF0F9F*F 
98429*2789928288824 19B2&A 95 A8B9ZA93906 

9 3 A 9 8 2 65*90900804 482 ODE B888DEC, 95 

HF 1370 DATA 80 8 5 D 4 A 9 019 DE 2 8 8 A 9*3 6DBFDZ8D 
lDDBA940SDBB*2A93B08e902A940BDBED2A97O 
0D8 7D4fl9S0BD0E04A9XEO080D4Z07B J 794 

OA 1388 DATA 31288934285B3O203729A988BD88 
D4A9988DBZ04A926BD8 3D4A9SF8D9997A9208O 
9182 A9DE0 013 D0A93CSD1 4D0A9BC0D , 251 

0M 1398 DATA 1 5 D 0 2898 3 6 A 2*4 B 0 0 A 209 D 1 6D9 C A 
10F7206B31A9000DFEBOODFFB00D08D2A2029D 
D900CA10FAA9FF9DF4880DF9899DE6 » 202 

EL 14O0 DATA 080DE90OA9 788DF Z888DF 388 A910 
9DF3298DF429A2849DE729CA10FAA9119BF229 
A '^B48D9FZ929372*A93E 088 8 D 4 A D E 2 , 3B3 

JFf 141* DATA B8BDE3662B2BZ8203D2620372626 
542B2BBF2E20302S29372828432O203A2C20CE 
2E203D28203729Z68F2E28B12F2807 , 764 

GD 1428 DATA 38283D2 620372B20432B203 A2C20 
CE2E293D28ADE388DBCZ 783776 29 1220A0E288 
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1 

C9FFF8A91B£9818Dr 7flflDBrt 1 flUBtUU , B4 i 

bii 1436 data 46eeee444AA28i8DFE29iU69Bicy 

lAF6e49DFE296eA9169DFEz9eAieEA66A2BBZ8 
122 BE A E C E 2 08 D 8 F 7 6 DA 0QBI>4tBf Bfifl, 356 
YU 1448 DATA AD8BD4F8FB6B AE8F28E 8EflB5Dfi 1 B 
AD 1 B 2 B 4 8AD112S8D1B 2 9 6 fl 8 D I 1 iiBfl 2 B 1 8 E 9 F ? fi 
68484 A469&4S A2BBBE8 AD4BE14D AC A .878 
TS 145B DATA E843D6F5 A9 4Ifl2286D6AD4 B6 IBDB 
8Ee904AbbF7fl48A26EBt>flfl788DBAD4&DB4P89D 
B178BE1 2D8C A68EE68 8DB1 78 A9864D , 919 
Lift 146B DATA 6A04eD8408A 9 61BD8 AD4BD IBDBflZ 
eB8EeAD4CADeFAADie28ACil2B8Di7D88ClflD8 
AEBF2B8E8flD4CA<D8FA8Piape8Cl7Da, 12 3 
DH ±478 DATA A 2 8 5 B E4 A D 4 C A46 F A 8 D 1 7D 8 6C 1 8 D 8 
ft 2 868 E8 AD 4 C A DBF AO D J, 6*48 C 1 744 A 2 8 7 BE 8 fl D 4 
C A D4F A 8 D 1 786 6 G 1 B DBA Z 8 8 BE BAD 4€ A t 456 
UN 1488 DATA D8F AftFBF2BE864FB8E8DlBD66Cl Z 
D 8 BE 8 A D 4 E BE 6 8 4 D 8 F 6 A 9 8 C & D 8 A D 4 86 1 7 D 8 A 298 
A 9E 8 6 D BAD 4 8 E 1 BB 8 8 D B 4 D 4 C ABE 8 AD 4,532 
CE 1496 DATA 8 E 1 8 D BC AE 8 8 3 DBF 5 A 9 8 B4D 8 A P 4 B D 
1 76 B A £ Cfi*E 8 A D 44E 1 8 D B BE 9 A D 4 CAE 8C3D8F2A9 
6C&D8 AD46D1 7D8 AZ&8 BFB AO 4 BLlttti) ,21? 
UF 15*6 DATA C AE8B3DBF5BBA868 A A68488BB6BB 
888 848 8 8 8 B 8 8 8 B 8 B B BBS 8 8 8 B Db F 6 E 9 E 5 F 7 F 8 F F 
F2 F4C 288 6 BBB 888 BBB 888 684888 868 , 948 
RF 1518 DATA 8 B 8 8 8 8 O 8 8 8 8 8 8 6 B8 8 8 B B BB 88 8864 
8BD6E3EFE£F4F2EFECB8F8ElEEE51E0C2e88«68 
0 B888U uaaBB88888868688B88Baaee , 63 1 
UP 152B DATA B68833 6 36F7Z65B6e8886486336B 
(^5561^4^168888888883 76 1766 58886688888 
088888868866888888181818141888,389 
FU 1538 DATA 6666868686111816688566668686 
66866616118688886666686666886688866066 
8 8486 834 726 F67 7261 6D6465 648422 j B7J 
TB 1548 DATA 794636617S6ee8ZG6179eB**88ea 
e88e8888848A48A96685CDASFieAZ6CD8AZ4CD 
8 A2GCDB5CE A&CD86GF8 A2 6CD8 A2 6CD , 684 
XT 1556 DATA 1B65CE B5CC ABC D65CF65 fiD A5CC 18 
65F885CC9Ba2EBCBA5CeiB698665CC;A5CD6974 
BSCD66AA6eZ83eZAA96?L86DFF68A6 , 682 
HH 1568 DATA 8591 CG3 8 E 9 6 1 881 8 F 6 A98F 1 BB*F F 
e8ABZP9iCC38E96i8eC62 7DeF&6826362AA913 
186PFFSeA863 91CC3*E9eiBBl8F8A9 r S54 
LL 1576 DATA 17146DFF68A82B9 J-£G38E941S8Ce 
r7DeF&6e2eJB2AA9iAlfl6DFF<JBA8B2 9lCC38E9 
6lBA18F 668A38648Z83eZft68A8B57 1, 51 
KO 1588 DATA CC6SiaFBA62D9lCC48C827D8F96B 
A9e4482B3BZA6eft4e391CC4818FBABZB91CC88 
L 627D6F968A9BB48263B2 A68A8B291 , 261 
VK 1594 DATA CC8B16FB6B AD8 AD2293FC92314F 7 
94C73DA94E9DC7IEA9Fr?DC73FA9289DC748AD 
6ADZ297F9DC7416BDBa34C63 2BC9Bi ,786 
(JJ 1668 DATA D8B34CEB2 A4CD 32 AD6634CBF ZAC9 
41D8B34C992A4C732AA2BeBEE78BBDC74BC9B3 
3BfcZ2918D61DBDC748792BF8eFD£e7, 836 
AI 1616 DATA 41D88 A A9tJ O ? DC 74 8 A 9699DC 741 E B 
ECEZB4D8D9BB6ec7413eiFA9i78DFF48BDC73D 
35FBBDC7 3E85F14DC 7462 963284 526,874 
5U 1626 DATA A9668DFF644C7 A2BBDC7?B*5F8BD 
C73e45FlBfrG7462 983263628 A9839DC748CEE3 
B84C7A24BBC73DBSF8BDC73E85F 1BD f 82 Z 
PO 1638 DATA C74B2B362BDEC74ID6iDA966BDC7 
41F€C74eBDC748C?833eBEZB6A2:FA9e4SDE688 
2B122B4C7A2BB6C73E187DC73F 9BC7 , 771 
RN 1648 DATA SE8SF 1BDE 7B8D845 A981 9&C73FA6 
8A6 2C919B88ABBC73DFB16DEC73D1811AD8ADZ 
C919B46ABDC73DC922F683FEC73DB4,924 
m 1658 DATA G73BB5FBB DC 7482 84 52B4C7fi2BAD 
1 8D 8D81AADFE B8F 8 1 B A 96 8 8 DJF E 8 8 A DF4 881 64 3 
4Ci3ZDADF96ei86€4C89ZDflDFFGBfte P 8il 
HI 1608 DATA 8FAEF3eBA9ae9D6B7DEBB418F9AD 
88D32 9BFB5CCAEEB48F81ZaZ8886£F4AZ6EF4A 
2BEFA5CC29FC85EF85CC46CCB6a9AD, 928 
GU 1678 DATA F 3 8 8 3 8 E 948 8DF38846CGB6B 5 A6 F 3 
881 6698B8DF38B4bCCB8e9ADFZ8638E?BB8DF2 
B646CCBBB9ftDFZeeiBfi9888DF268ft6 , 559 
J« 166B DATA F268C9386&B7A 938BDF2881 B89C9 
C99865A9C66DF266ADF 388C92SB867 A9Z8B6F3 
88166 9C9B19865A9B68DF 366 A88FAE, 335 
VR 1696 DATA F 368B9B3 7P^D9B 7DE88618F6APF2 
48 6 D 81 D 8 6 D D6 666 BOB 54929218181 4E E E E 1 81 8 
16929254B8A5F2 38E93B4A4A4A8DF5, 726 
PZ 1766 PfiTfl 8Ba7B83BE5F34A4A4ABDF688A946 
SDF48eA9388DF7BeA9B8BDFS88A?e48DE8e84C 
66 ZDAPF48 8188166A66FAEFB46A9BB ^ 5 4S 
HI 171B DAT A 9DB&7EES6Bi4F9APF788i8B6F588 
8 P F 7 8 8 A D F 8 8 6 34E D F 6 8 68 D F B 84C EF4BB361BAB 
8FAEF688B7FF2D2D8AD29D487EEB88 , 26 



TG 1728 DATA 16F 3 ft&F 788 8DBZD8BDD 18868 A9CB 
3BE 5 F Z 4 ft 4 A4 A 8 D F A48 A 9 B 6 3 BE 5>F 3 4 A4 A 4 A 8 D F 6 
e*09664DF9e8A9C88DFC94A9B88DFD , 468 

KP 1736 DATA 88 A9644DE88B4CE32D ADF 9861841 
6 8 ABBF AEFD88A 9869 D6B7FE 888 16F 9ADFCB63B 
EDFfl888I>F£66ADFD4638EDFB«e8DFD, 158 

MC 1746 DATA 8 8 CE F 98 8 3 B 14 A6 8 F A Ef 68 8 B 9FE ZD 
2DB AP79 DBO /MLBB&16F3 ADFCBV8D63D66DD2B8 
*81B3C7E7E7EFFFrFFFFFFFF7E7E7E,6l3 

4D 1756 DATA 3C1828642E2897ZE ZB46264CB6Z6 
38E92B4A4fl4A6DE18eADEB4438E9344A4A36FD 
C73B 18698136 2348BDC 748 AB&B69S A, 3*5 

5F 1766 DATA 2E181 6ADE18B3BFDC73E 166981 38 
6 CD95D2E1847A96B8DE 9883866186883 6466 81 
8Z42A5F4F6ei66AZ««BDC748C 38338 ,924 

NB 1776 6 AT A 87 F BFCE2BB88F368 A5F785E BASF 6 
281B2E981424E9ZEZ9462FBDC746e9149BC746 
A9669BC7416B4e6E2EA5F9F6ei64AZ , IBS 

LB 1768 DATA 84a&C74eC9e338e7E4EC£2«6DeF3 
68 A 5 F C 65 E 8 A 5 F D 24 1BZE961428E92E2646 2f 8 D 
C 74869 i89DC74BA9e89PC7416e4CA5,Z95 

AD 1798 DATA 2E AZ6BA&AAD22963 A8BDZ6Z839E5 
ZE9DDe26E8EBB660EC666B6FF6FFAr>F2Z9fi4il 
F849A5EZ36E961Z9FB4A4A4AC 9643 8 , 7 7 

EM 1886 DATA 8ZA9B3A8B93E 2F6DE486B9422F8D 
E566ADF4291S6DE4B4C91A3866EEE568 38E96A 
66F4Z9APF32916ABE5e8C91A368EA4 J 756 

68 1819 DATA 118DF229A916B4F329BDF429684D 
F 3 2 9 6 8 62 85886 B BB 8 86182 A8 8 4 B 9E 7 Z 9 1 Bfi 9 8 5 
C91A3ei3SBE9aA99EF2 98e3e6EB9E7,S69 

GFi 18Z8 DATA 2916B961C91 A18ED99E7296666 A8 
eZB9FZZ93BE944C918iei31B698fl99F229663e 
4EB9FZZ938E961C9ie3eED99FZZ968,992 

¥B 1B3« DATA A9168DF 2 298DF3Z98DF42928C436 
Ze4A31ft2*3A9ee96463e9D4 43eCAl6F7AZ469A 
4CZ1£7AEEB4A381BB6153BSD9426BD^4 9 

X6 1B46 DATA 1A388D64DZ8D4438BD1F388D81DZ 
8D4436CEE684ADE7 8BB662D2684138B483D2BD 
4536AEE688 38 1 5BDZ4 J88D84D28D4Z ,76 

XL 1858 DATA 3 846293 8 8 D65D Z8D4&3BCE E48 8 A E 
E966361SBDZE 3 8 BD86D2 BD4336BD3736808 7D2 
8D4736CEE9666B3'B264816566e88D4 * 2 6B 

2H 1868 DATA D8E68e82B4B68868A68C7B3»86Ba 
BC AE C 6 88F 8 E 6 D C D 2 C 8 B E B 4 A A6 886 B A8 C 8 C 8E 8 E 

aescBA6eeBeB4eeeeee8AD89D2BDEA,4 23 

BC 1476 DATA ee6B4*287Bi4268637A9FF35E AflD 
LFD8C966D884 A 288F8Z 2^5EflC920D68B ADEB6B 
49FF8DEB464C5B34C91ZF81EAZ65D6. 414 

X5 1886 »ATA 9F 38F886C AB6F84C5A36BDA538S5 
EZ4DAB3BB6FF29BDB1388DFEZ9A9FFBSEA4C4A 
31FF1F1F1A181DB18A141E28321118 , bbO 

GF 1894 DATA 14181B16141112131415A5EAC91C 
l>0fi34C982FC92DD08fiA5EB49FF85EBft9FF65EA 
68C921D676Z8 4fl3 128 3728 A9656D8Z > 976 

DQ 1968 DATA D4 A931AD63D4 A9488D1SD8 A9E68D 
1AD8A282A9 B6 9 D 8 1 D 8 C A 1 8 F A A 9F F 8 5 E A A 965 B6 
BB62 A9 AB6D81DZ&D85D2 A9B88D86D2 r 655 

JH 1916 DATA A940aDB4D2Z8C631A5EAC921D8F7 
263728 A99B4D8ZD4A9?68De3D4A981BDlBDB09 
8e8DlA8eAZ8ZBBD8689D4lD8CA14F7 J Zl.l 

DC 1924 DATA A9 F F 8 5 E ft A 9886 D44D Z Z 8553 1 6 8 A 2 
B7fl9eB9De6D2CA18FA6eAZa3Ae8*eD4e3699e8 
D2BB443899A1D2CA446816EFA4A988, 492 

UC 193B Dfttfl 85DEA974B56FAZe44CflA36A94685 
DFA9BB85DF ft2684C6636 78787B4F 66666F6F8F 
BFflFBF 6F8F 8f 8F6F8F8F8FaF8FBI- UT , 1X1 

DU 1946 DATA 6F 6F 8 F 8 F BF 8F 8 F 6 F 8F 6F 8 F 8 F 8 F 8 F 
8 F 4F 8 F 8F 6F 8 F 8 F8F 8 F 6 F 8 F 6F 6F 8FBF4F8F8F41 
B531283726AZ4DBD51324SEDBD5F37 . 947 

LZ 1956 DATA B5EEB&96328DEZ3 1BD AB3Z8DE33 1 
B A 4 8 A 2 B Bfi 8 8 8 B DF F F F 9 1 E D A5E Dl 8692885 ED96 
8ZE6EEE8EB14D8EB68 A AC A16C AAZ8D , 38 

CY 196B DAI A BD4Z329D433 ZC AD>8 F 7 A BE C E 8 3 BB6 
64AZBBa6ECBDfiD32BD4 332E6ECAi6DBD433Z38 
1 1BD5 1321 B7D4332 9D513Z9B14FE5F, 341 

IX 1976 DATA 32&66FBD5132 187D43 J29B51 32B6 
8 3 D E 5F 3 Z C A 1 BO 86 86 868 8888 8888 888 B 468 8 86 
8688683B3E3F444142434445464 748 , 979 

FZ 19BB OAT A 4 94 A 6 A 6 A6 A6 A 6 A 6 A6 A 6 A 5 A6 A 6 A6 A 
6A6Ae886ae282B2a28DBD8D8D8eB6a2S2B2858 
5e7B8BB8B8DBOaD886888628587a88 , 43 3 

HO 1996 DATA 8eDB4468ZBZBZa2S262688BBD8eB 
6688B9D1E981 193149617991 A9C1D9F1323? 32 
33333333 3 333333333333368686684, 171 

61 2688 DATA BB99 A ABBCCDDEEFFFFEEDDCCBBA A 
99888 8BB-B86 886 6686 888 B99 A ABB8BOB8E 888 F 
4E8D8CB6AA998848e686866868BB66 , 771 

Htf ?Oi(? 1>A1A 8 8 9 9 A AB6C C6D6EFFFFEEDDCC8B A A 
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978006880000000000008699 a abbcoqdoeooof 

8E0P0CBB A A990 000 000O00B00000O9 t 11 

0u 20zo data 8 b 49 a abb c c 8 d 8 e 8 f 0f oeq p 0c b b a a 
7980000000000000088008 79 a abbacodoeofaf 
eEer>B9BBAA99eeaBB»aaaeaB8eaeee P 29z 

Alt 2438 DATA 809 9A ABBO Cfl|>8E 0 F 8F fit DOBCBB Aft 
99848000000004040000807 9 A ABB000D0EBOFF 
E E D Eififl B BAA 9 9 B 0 B 000 888 040 0 O O O 00 „ 839 
SU Z040 DATA 88? ? A A B BBC D D E E OF 0 F O E O D 6 C B B A A 
9900000000000400000080 7 9AA Bft00BD0E60ui 
BE B P 0 8 B BAA? 9fl BBB 8988 888 U B BBB Bf r 7 7 
EQ 205O PATA B B 9 9 A A B BBC DDEEFFFF'EE DDflC B B Aft 
9 98BB0O00BOO888BBfl0B8S9'9AABB8A0t>0EBre'F 
0EBD00BBAA9?a88800B0000088 8888, 152 
8E 7060 DATA 8899 A AB B C C BDflE 0 F OFBE 8 0 C CBB A A 
9788 88 888 040 000 0488 8889 9 A ABB CCD D E E F F F F 
E EDO C C B DA A 9 9 0 046 8888 BOA 9 B BBS D E > 836 
AT 2874 DATA A 958B5BF AZ0B288 A J h A 7O50P66 34 
850CBD66 3465DDBD6C34 05DEBD723485PF8A4O 
C9443ea4A28Fl4«2A2Z7A885BlDC71,459 
PA 2880 DATA DES814F 9 A5PC106986BSDC90OZE6 
DAA5DE18692A8!5DE9B#2E8DFCA10DE8SAACA1A 
B96847372 7170767393 A383CXD3D56> 442 
OK 289B DATA 6E14BA171D50S850505757Z04 A31 
Z437Z0A7C9BD8ZD4A7348D83D4A9D2BD8002A9 
358D81BZA7D0BO 18D0A98G8D19D8A9 ,240 
KC 21O0 DATA 058DD0D2A9AA4D8lD?«B03DZA9A6 
8b05PZ0D07D2A9008PDB00A9Z78DPCOnA^010D 
C 3 3 6 Z 8 98 3 6 A 9 088 D C 3 3 668 ?B?0FfHF , 448 
TF Z110 DATA 885B0F8F8F 81= BF8F OF 0 F 8 F OF 8 F 8 F 
0 F 8 F 8 F 0 F 0 F 0F OF 8 F BF4F AF 0 F4F 8 F BF4F 8 F 4 F OF 
0 F BF 8 F 4F 0 F 8 F OF 8 F 8 F 4 F 0F 0 F 0FB F 8 F , 230 
GA Z12B DATA BF0F0FAFAF0FSF0F0F«FeFBr9F0F 
78421E 357O06 7e867Ae670B67ee&7eeZ41C934 
6 8 00 000 B6 8888 08 O O 0 0 B 88 08OOUBH0, 50 7 
HA 2130 DATA 2SZ9Z728883 3 2 3ZF33 2533888888 
888 88801080000888 888000 000088 7861 67BSA0 
1660000D 10 111 81010800000008880 , 5 3 
DE 2140 DATA 70616766001BB8000010181&1010 
000080000008 78616765001 fi000B08 16101 Z 15 
100008BBB000007«6167«S001BB000 > 5Z3 
BN 2150 DATA 8810101 118180888800000007861 
8765001 6888808101016 15 1000000000000008 
O60B0O00f!0307£6FS77?&i&D6D6S64,X93 
AC Z160 PAT A 00227900306l756C00ZC6179440e 
000ee0B00880084SBA48AZEBA941BD0AD4BElA 
D88frlBD0ftZ3CBD0«7S8D0AD4SD04D0,949 
KB Z170 PAT A BE 1 2 D B DE 0 0 7 S 9ft 4 A 9 003 D E BB 79 C A 
DOE 78 E 0 AO 4 8 E 1 AD6 A 9 B 1 9 Al B DO A2 6 D BAA A 6 D Oft 
P48bl?D0lB6?4B6D 1600 BP 3C7B 0064, 4 30/ 
HT 2188 DATA P40E1ZD0AE3C7B0A4 A94B3DEXG 70 
CAP0DC«L04D0GEDBB01B28AEPtO0E026D80ZaZ 
0BBP62 368DB8DZ 1 86701BDB ZDZ4 A0D , 376 
BB 2198 DATA 04DZ18690 18D86D2E&BEDCO0 ft70 7 
BDDft80BBAA6848466E4A6F4S6E4A6F4a7E4Z7F 
48 7E4 2 7F4B6E4A6F40eE446F487E42 J Z37 
AC ZZOB DATA 7F48 7E42 7F404 AS 45F3E 48525C A B 
B8 9B 9 1 D E C 8 D 8 FBE 6 D F C AAA F 6 6 B A 988 BSD E A 9 7 A 
85DF A263Z0BA36 AZBBADO APZACC336 , 784 
LH ZZ18 DATA PO08C92F 94F4C9CF68F 09DO078 A 7 
019D08 7BEBA8E56000A9CBB5D38D0AD4A&0AP2 
2970B090ZBA048AZB3AD0AA29D04DA, 736 
FM 2228 DATA 9DlZA8CAlBF48D8CD8SDllA8Z?B7 
A A A D BAD Z Z 9E F 9 D 0 0 AZ BSD 8 AE C 6 D X A A CDA930SD 
90ZBA?808D8tDB68ASD4F82E A95Z85 , 569 
LI 223B DATA D5 A93505D6A288 A008B 1D5R7E7Z9 

9B10DBB5CSC005D0FZA5D51B6914B5AS9BBZE6 
P6E0E8B5D0E0b04C3B27E&D46086D9 J Z5a 

BP Z24B DATA A7S2BSA5A9X585D6A7043BE5D9AA 
FB24ASA51Bfr914S5D7A5PB6?88B5AaA81301D5 
91D?881BF?A5D538E9l4tt5D5B082Cb, 218 

HE 2258 DATA D 6 C A 1 AO A A 9 498 5D5A9358 5 D 6 A 5 D 9 
0A8A4B1865D50SD59B«2E6Dfi608ABAlOB5DS85 
DS 900 Z E6 A6 A B B 7 A 9 5 Z 3 OA A B D Z A3 0 9 1 1 952 

LH 2268 A AT A DS S B 1 AF 4 A 5 D51 8 6 9 B 98 5 P 7 A5D 669 
00B5PBA884B9E7S9?lD7BB10FSABA0ZeiB3SA9 
FF91A5Z01B38B9SZ30AABDZD3B91DS,« 

JO 2278 DATA aD18D0F043AO68D3298FC9B7D00? 
CBCB0830DAA00016D6C98BD007SS1BCFA00718 
CBC9BOD00i:8?5Z303SE9#liei4A924 J 9i€ 

KH 2280 DATA 1B18C9BED887B95Z3B1B69B1C9Z5 
30OZA9B89?5Z3B4CBA3 7AD10D6F0FB60Z03 7Z8 
Z0 5O2B2e37Z0Z03D282837Z«4C3D2B I 3b 

HA 2290 DATA 846 1 6 Z 6 36 465 666 7806 96 A 6 B6C 6 D 
6E6F707172 73 7475767774797 AS9515Z535455 
565.7585?80BO8000Bil0eB4O0A90B0P , 998 

RA 2300 DATA 80D48D0ED20D0E P48D08D2 A9838D 
4FD2A9A98D0ZD4A938SDB3D4A976SD89A4A9OC 




BD17D0A9408D18D8A9Z3QDO0D4A90E, 399 
VJ 2310 OATA BD81D28D03DZAZ010E00DZE88EO2 
D2A27FAD0ADZ9D8e7BCAlOF730F342£73r0BZ42 
E7300Z4ZE73S024ZE73O0Z4 2E 73682 , 70 3 
UE 2320 DATA 4ZE73ftA24ZE73BB242t738BZ4ZE7 
3B0Z4ZE7 38O24 2E730O242E738024ZE73602 4 2 
E7XB4Z4ZE 73041 A738 8881820304 05 t 147 
JC 2334 OATA 066 788B70 A0B0C8D8E0F004i8203 
44«5e687#6690AOB0C0D0E8FB001OZ03e405e6 
070 U0 90 ABR0CODULBF 08078 AO08C8D , 59Z 
IB 2340 DATA 0E0Fe8BlBZ030405e66786B?0A0B 
BCODOE0F6001OZO3840&0607BB09Oft0B0C0DOE 
0FOOeiO20XA4050OO70FFFFFFFFF50,50S 
RH 2350 OATA F FFFFFFFFFFSFFFFFFFFFFF5FFFF 
FFrFFFF5EEEEEEEEEEE6EEEEEEEEeEE6EEEEEE 
E EE E E 6 E EE EE EEEEEE6DDDD DA DDDPA7j 448 
GU 2360 DATA DAAPDDDDDOD 7DDDA 700PDDD7DDDD 
7A0DDDD7CCCC80O80880CCCC88B00OOOCCCC80 
000BaeCCCCB8000OOO8BBBBB6BBB?B r 4 r, 3 
£9 2378 OATA B0BBBBBBB8B9BBB&0BBB08B9B8BB 
BAB B B BB 9 A A A A A A A AAA A A A A AAA A A A A A A A A A A AAA 
A AAA A A O A A A A A A A A A ft A 00840 B0 999 90 1 403 
AD 2300 DATA 4440000979 988800800999788008 
00099978688 ftC BBJ3Q88CB088C00B088CB08BBB 
UUSBBC6-flSflQflUtt88 8[;7 777777 ////t, 1 97 
SK Z394 DATA 77777777777E77777777777E777? 
7777777E66E66566666F66666660666F666666 
66B66F8666666666F8FFFFFFFFFFF6, 779 
OZ 2484 DATA FFFFFFFFFFF6FFFFFFFFFFF6FFFF 
FFFFFFF6EEEEEEEEEEE7EEEEEEEEEEE7EEEEEE 
EEEEE7EEEEEEEEEFE7DDDDDADDDDD0. 43 7 
JA 2414 DATA DDDDDDAODDDBDD HODDDfl 0 00800 88 
»AD8000»00B0CCC988008000CCC 708000008 tL 
C9B0000000CCC900880440ABBA0000, 234 
UI 7476 AATA BO0eBBBft666000O0BBBAO64800A0 
B8 B A B O B0 0 000 AAA BBB B0 0 888 A A AB 884 440 0 0 Aft 
AB4000OOOOA AABBBO 0000079 9C0000.Z0B 
PP Z434 AATA 4OO0999C00OO0O00 999C40O004OO 
79 9COBB0q00eB00D00BB00008B0D0040B00089 
OD«88BB0A00OOD40eBBB4«777EO9ee , 720 
Vt 2440 AATA 0800777E488884#0 777E B0OOOO8 8 
7?7E00De0000666F000V0000666F00O««e006ft 
6F8O68000B666F00066FFFrFFFFF66 , 2B2 
AB Z45B DATA 0FFFFFFFFF60FFFFFFFFFFF6FFFF 
FFFFFFF6EEEEEEEEEEE7EEEEEEEEEEE7EEEEEE 
E E E E E 7 E EEE E E E EE E E ? D D DAD D D D DA D9, 82 Z 
5P 2460 AATA DADDDDD D DDP8DDODS80DADD8DDOD 
B40 D DDA8 C C C C 94 AC C CC9C C C C 940 C C CC 9CC C C 90 
BCd CC 7CC C t: 90 0CT CC7BBB0A00BBBB A * 84 5 
CZ 247B DATA 0 tSBB ABO RRBBAB B8B A4BBHB0 ABDBB 
A 0 0 B BBBAA A A AAA A AAA ABAA AAA A A A A A A BAA A AAA 
A A A A A B A AAA A A A A Aft A B 9 9 9 9C 8899 9 9C j 3 4 6 
HH 2480 DATA 779 988097 99C977 9CO097 7 9C997 7 
C4B9999C8S8OO0eSBBOD8888Oaa8888D888BPB 
08SBgD88B0D808B40D7777Ee67777E, 77B 
HT 2494 OATA 7777E447777E777 7E8477 77E777 7 
E86 777 7E6 666 F006666F6666F 0O66 66FB666F0 
066 66F 666 6F0 0666 6FFFFFFFFFFF GO , 8 35 
HE 2500 AATA FFFFFFFFFF60FFFFFFF FFFF6FFFF 
FFFFFFF6EEEEeEEEEEe7EEEEEEEEEEE7EEEEEE 
EEEEE7EEEEEEEEEEE7DDDDDD0DDDDB, S0Z 
5C Z510 DATA DO D D D D DP D D D 8 D D DO 888DPPD8P DP D 
OO0D D D 0 0C C C C 9 00 C C C C 9 PCC C 9 O O CC C C 9 PC G C ? O 
0CCCC9CCCC900CCCIC7BBBBA00BBBBft,645 
At Z5Z0 DATA BSB BAB 8BB AB ABB BB AB 8 B BBB A B BBB 
ft8 8 B B BB A AAAAAAAAAAB BAA A A A A A A AB 8 O A A A AAA 
A A AB 8 8 A A A A A A A A A A BB 99 99 C 08 9 9 9 9C j 676 
MA 2530 DATA 9777C009999C9977C0O9999C9979 
COe9999C0888DOO0088DB00SDOOB0SBDB000DB 
08B00DBBB0D008OB0D7777Eft07777€ t 776 
JG 2544 OATA 7777E8O7777E7777EO07777E7777 
E047777E6666F006666F6666FO06666F6666F0 
0O556F66B6F006666F08BBBBO888B0, 516 
5U 2550 AATA 9 9 999 99999 79 A A A A A A A A AAA ABB B A 
BBBBBBBBC00CC000C00CD0D0DD0DD0D0EBE8EE 
0EEAEOF0OFFF0FF4FAF0F0FF8FF8F0 t 091 
g& 2560 DATA LOtBEEOEE OE 8 D 8 D BAA A A DAD 8 C 8 C 8 

cdoocoocbbbbbbabobbbaaaaaaa a a a a a 9 79 999 

99 979 9088008888800888800080000. 714 
AL 2574 OATA 9 9 9 99999 70 O O A A A A A AAA A 0 0 8 B B B8 
BB8BB00BC000C00CC0 00P 0DDD0D0D600EOEEEO 
F 0 E 8 8 0 F BSF F 0 O F F 80 0 F O F FF8 F 8 F B 00 M 740 
PS 2500 AATA E0EEEeE0E00eD0DOO0D8D000C0O8 
C0COCO#8BBBBaBOBBeO0AAAAAAAAA000999999 
99900B8800088B0B00EOOZE10ZFD1F „ 244 
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9 THE RIGHT 
TIMING 



There are quite □ few aspects of timing which arc impor- 
tant to the programmer whether at a simple or advanced 
level. In many 'arcade action' games, for instance, timing 
can be highly critical and quite small changes in the speed of 
response of the computer t un change a game from being slow 
and boring to being so fast it is almost unplayable. Machine 
code games are difficult to modify unless you are a highly 
proficient programmer, but you can experiment with many of 
the Basic games such as those listed in the magazines. I have 
tried speeding up some lethargic Basic games by using Turbo 
Basic and have even used the Turbo Basic Compiler which gives 
startling results and usually makes the games unplayable unless 
careful time delays are inserted. The most critical item is the 
movement of the cursor or player around the screen using the 
joystick - this requires plenty of hand/eye coordination which 
with a typical, fairly insensitive, joystick makes control impossi 
ble when speed is radically increased. 

To Fine tune a game it is best to program it initially to be too 
fast to play and then slow it down with delay functions. The 
most common sort of delay is a KOR-NEXT loop such as FOR 
DELAY=t TO lOOCVNEXT DELAY' - this gives a delay of about 2.2 
sec and depending on where it is in the program. Such a loop can 
be adjusted easily und can he set with different values to achieve 
different skill levels but remember that this sort of delay will vary 
with its position in your program listing. The delay will be 
shorter if it is early in the listing and longer if it Is at the end of a 
substantial programme. 

If you need very small delays you can use a dummy function to 
occupy a little computer time. For example J DELAY=LOG(10)' 
takes about 0.13 seconds. This may not appear significant, but it 
is quite a long time in computer terms. Basic's various arithmetic 
and trigonometric functions provide a range of possible delays. 

EVENT TIMING 

Injecting delays into a program as described above is useful, bui 
does not provide a suitable method for timing activities as the 
delay itself fully utilises the computers central processor - no- 
thing else can be going on while the delay is in force. Fortunately 
the Atari has several timers to control various activities like 
refreshing the TV screen, timing input/output activities etc. and 
these timers can be accessed from Basic using FEEK and POKE, 
The most readily accessed timer is located in memory locations 
18, 19 and 20 and is known as the Real Time Clock. The clock 
ticks' every fiftieth of a second and this interval is called a Jiffy. 
Watch out if you read American books or magazines on this 
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*-» SUBROUTINE tgTDIlUH.-* ** 
** TIMING ** 

K H .52628 POKE ?O,&:P0KE 13,e;P0KE 18,B:BK 
TUftM t REH W* BE SET THE TIMERS ** 
3 2B21 REM kkxm w hm ^Mnm ihhhhhhhi i^WHW* 
tHf RE Aft THE TIMERS ** 

BI 32022 JJF=PEEKC18J«65Sa6+PEEKfl?>**S*+ 
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m 32826 ? "ELAPSED TIME - "JHRS?" HOURS, 
"imirsj" MINUTE fV, ♦'JSECS;" SECONDS."; 




Ian Finlayson tells you 
how to slow down or 
time your programs 



subject as their computers have a different timing rale ■ a US Jiffy 
is one sixtieth of a second because their TV screens refresh 60 
times a second unlike oar 50Hz system. The |iffy count is in 
memory locution 20 and this goes from 0 to 255- On the next 
count after 255 (after 5.12 seconds) location 20 resets to zero and 
location 19 is incremented by L Similarly when location 19 
increments past 255 {after approximately 22 minutes) it resets to 
zero and location 18 increments by 1. By the time location 18 is 
full the clock has been running for about 93 hours, so you are 
unlikely to need to worry about what happens to your timer 
when the three registers all reset to zero! 

THE LISTING 

The real time clock can be used in two slightly different ways. 
Either you reset the clock to zero at the beginning of the timing 
and read it at the end (like using a slop watch) or you read at 
the beginning and at the end of the timed event and work out 
the difference. I have chosen the former r but the latter could be 
better if you are timing several overlapping events (as with a 
split timer), and do not want to reset the clock. 

Line 32020 - resets the timers to zero in a one line subroutine. 
Line 32022 - reads Ihe three registers and calculates the total 
number of liffies elapsed. If you are only timing fairly short 
events (up to 22 minutes) you can simplify the procedure to use 
locations 19 and 20 only 

Line 32024 - here Jiffies are converted into Hrs r M ins and Sees. If 
you are timing long events you will probably find that the real 
time clock is not very accurate. You can test it against a stop- 
watch and apply a correction factor at the end of line 32022 if 
you wish. My machine runs slightly slow and r liI=JlF*1.0027' 
improves things a little. 

Line 32026 - prints out the elapsed time and then returns to the 
main program. In a real program you would probably not print 
your result as part of the sub routine but return to the main 
program and use the elapsed time there. 

USES 

Playing against the clock can make quite ordinary gomes more 
challenging - instead of just striving to finish you nave to finish 
as quickly as possible and beat your own best performance. 
Several players can compete to see who is fastest thus introduc- 
ing a competitive element into one-player games. 

AND FINALLY., 

Before I sign off for this issue I must congratulate Les on his 
terrific effort in keeping Page 6 alive. I also endorse his recent 
editorial remorks - It is you the reader that keeps the magazine 
going r and all of us who contribute regularly need the stimulus 
of yoar opinions and enquiries if we are to keep the content 
lively and interesting. Vou can write to me as follows 

Ian Finlayson, 

60 Roundstone Crescent, 

r.usl Preston, 

West Sussex ILK* 
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And now for something completely diffe- 
rent ... Forget about all those mediocre 
'budget' offerings you've been forced to 
put up with in recent months - Cognito s 
DRACONUS belongs to an entirely diffe- 
rent class of software: First class! 

You may not be surprised to learn that 
the 'Cognito 1 Lube! is connected with Zep- 
pelin Games whose previous Atari releases 
- Speed Ace and Zybex - have both en- 
joyed chart-topping popularity. Ian Cope- 
land is the author of DKACONUS (he was 
also responsible for Gun Law, Space Hawk 
and Trunsmuter) and the project was co- 
ordinated by Brian |obling who himself 
has provided the Atari with some top- 
notch games. Add to this team a wizzo 
computer musician called Adam Gilmore 
plus u graphics genius - Michael Owen - 
and it's clear that the Cognito lubel is 
definitely no exception to Zeppelin's policy 
of providing computer gamers with soft- 
ware of the highest possible standards In 
fact, it could well become THE 8-bit label 
of 1989f 

If you haven't already rushed off to dust 
the cobwebs from your cheque book then 
you may be wondering what this widely 
publicised game is all about. It's basically 
a futuristic arcade adventure set on a dis- 
tant Alien planet where a dreaded tyrant 
beast is said to reside. The general aim is 
to rid the planet of this particular nasty, 
being and thus allow peace and tranquilli- 
ty to return. We re not told if that's what 
the Alien population actually want, but 
then, writing ingenious plots does not 
seem to be one of Zeppelin's many apti- 
tudes! The instructions don't say very 
much at all so you have to wail for the 
mysteries to unfold as you undertake a 
perilous journey through the Labyrinthine 
complex, Terrortoads, Catepelose and balls 
of 'gooey matter' dripping incessantly 
from the cavern ceilings are just a few of 
the terrifying nasties designed to hinder 
your progress by sapping your energy on 
contact, lo help you overcome the numer- 
ous problems, many artefacts and magical 
spells may be collected at certain loca- 
tions, including Energy Crystals which re- 
place last strength and a Necromancer's 
staff (let's hope the Necromancer won't 
miss them!}, Knowing when to use these 
resources to maximum advantage is one 
of the major factors governing success 

There are two separate and physically 
Contrasting characters to control at diffe- 
rent stages in the game. 'Frognum' takes 
the leading role and excels at jumping, 
walking, punching, ducking and brea- 
thing visually spectacular streams of fire 



at the adversaries, Just as important 
though is 'Draconewt', an aquatic creature 
who enjoys blowing water jets to disable 
the opposition, For the metamorphosis to 
occur you must first have located a Morph 
slab and be carrying a Morph Helix. 
Obvious, when you think about it! 

Initially, the task of progressing any furth- 
er than the very first screen seems quite 
daunting - the quantities and frenetic 
movements of the various nasties are 
almost overwhelming until you get accus- 
tomed to the slightly uwkward procedure 
of spirting fire jets to obliterate them. You 
rapidly learn to be as sparing as possible 
with this facility though when you realise 
that ten blasts is the maximum allowed 
before a flask of fizzy flame fluid (try 
saying that after a few drinks!) must be 
collected to replenish the supply. If you 
run out completely you dramatically in- 
crease the probability of energy loss and 
only two 'reserve' characters are provided. 
Movement through the caverns requires 
good timing, perseverance, a steady hand 
and above all, a reliable joystick - accurate 
jumping relies heavily on the responsive- 
ness of the joystick diagonals. From my 
initial observations it would appear thai 
the game has a great deal of depth to it 
- a good indication of lasting appeal 

From the moment that the ace loading 
screen appears there is an air of profes- 



sionalism that suggests the game is going 
to be something special. A superb and 
completely original musical composition 
accompanies a cleverly animated title 
page, which precedes the first of many 
stunning screens depicting the highly ac- 
tive caverns of the complex in high -resolu- 
tion, high quality graphics, As in Zybex, 
shading and colour have been used to 
exceptional effect and a it age amount of 
time and effort has obviously been spent 
perfecting each individual screen right 
down to the smallest detail, Animation is 
in abundance with some really incredible 
effects such as the graceful bounds of Frog- 
num who himself is brilliantly defined and 
humorously turns his head in anxiety if 
you fail to issue a command for any 
length of time. Feast your eyes on the 
screen shots and imagine that the display 
is bustling with fast action in glorious col- 
our - it really is great, and sound effects 
are excellent too! 

Zeppelin Games deserve every possible 
success as reward for producing an addic- 
tive, challenging and utterly outstanding 
package. Show Zeppelin your appreciation 
and you will be helping to ensure the 
future survival of quality software for your 
Atari. Don't be deterred by the price, DRA- 
CONUS honestly Is the ultimate value-for- 
money experience! If you don't get your* 
self a copy you must be mad! 



( an entirely different class' 



Title: DRACONUS 
Publisher: Cognito/ Zeppelin 
Price: £9.95 cassette/£12.95 disk 
Players: 1 
Control: Joystick 

Reviewed by Paul Rixon 
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SCRAMBLE ... SCRAMBLE 



There's no shortage of 'Scramble' clones 
for the Atari and the majority of those in 
existence are far from lacking in quality * 
Airstrike, Laser Hawk and The Tail of Beta 
Lyrae (an undisputed classic) ore all high- 
ly recommended games from days of old, 
DAWN RAIDER, Atlantis software's tenth 
Atori release, is more or less a helicopter 
adaptation of Airstrike and in common 
with its predecessor, appears to be a com- 
petently programmed cmd highly playable 
translation of the Scramble concept. 

As you might expect, a zealously guarded 
subterranean complex (or a cavern, even) 
requires infill ruling with u view to des- 
troying some rather nasty sounding Nuc- 
lear Missiies belonging to an even nastier 
Super Criminal who is asking for a twenty 
billion dollar incentive not to fire them at 
major cities of the world. Only you can 



Title: DAWN RAIDER 
Publisher- Atlantis Software 
Price: £1,99 on cassette 
Players: 1 
Control: Joystick 




save the day by piloting your heavily 
armed (but minutely proportioned) pro- 
totype helicopter gunship through the vio- 
lently twisting caverns of the enemy com- 
plex, avoiding gunfire, rockets and numer- 
ous other forms of attack as you go. 
Joystick controls are reasonably straight- 
forwards Apart from the obvious direction- 
al commands, you can shoot ahead with 
the fire button or combine this with a 
backwards movement of the stick to drop 
bombs an enemy installations. There's 
more skill required than first meets the eye 
as it soon becomes evident that your heli- 
copter has a fuel consumption that's mea- 
sured in tanks per mile rather than vice 



versa! Extra fuel is obtained by bembing 
T symbols (hardly logical but since when 
did that matter?} and ammunition must 
al.so be accumulated by similarly aiming 
for J A' symbols. The biggest headache, 
however, is attempting to manoeuvre the 
helicopter around the jagged passageways 
with frequently just millimetres of clear- 
ance. For the expert super-pilots there are 
three alternative levels to master as well! 

Graphics aren't brilliant but the nature of 
the challenge is sufficient to compensate 
for any lack of resolution, Colours are set 
randomly each time you play - a nice 
effect - and the overall display does look 
much more 'professional' than certain 
other Atlantis games I could mention. 
DAWN RAIDER even kicks off with some 
musical accompaniment - an Atlantis first 
- but don't get too excited as the rendition 
of 'Axel-F' is not one of the most memor- 
able ones I've heard on an Atari. I'm not 
sure that the sound of sandpaper being 
rubbed against a piece of wood is the ideal 
noise for a revolutionary helicopter g un- 
ship either! 

Spectacular sound may not be one of 
Atlantis Software's claims to fame but 
budget pricing certainly is, and £1.99 can 
only be described as a ridiculously low 
price to pay for a chance to save the world 
from global destruction! Be sure to check 
this one out, 

Paul Rixon 




Those darn baddies never seem to give up, 
do they! This time, the infamous Crux 
Bloodfinger has kidnapped six world lead- 
ers and is demanding a billion dollar ran- 
som for their safe release. Who could poss- 
ibly save the world from the clutches of 
this evil madman? Enter ]oe Blade - teen- 
age pin-up and pop idol, trained in a 
Tibetan monastery. Mean, tough and fear- 
less, hLs very name strikes fear into the 
hearts of criminals throughout the land. 
Yep. you guessed it ... you are foe Blade! 

The ST version of JOE BLADE was re- 
viewed in PAGE 6 issue 33 and given a 
(airly unenthusiastic report. Players have 
apparently made a much better job of the 
8-bit conversion as the game appears to 
contain quite enough action it} keep even 
the most experienced arcadians occupied. 
It's an arcade adventure located in Blood- 
finger's massive fortified headquarters, 
consisting of 128 different rooms - many of 
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MY NAME IS BLADE 



them locked - and passages which must be 
explored in order to rescue the captive 
VIPs, It's a good idea to map the whole 
area, although beware that the maze does 
wrap round horizontally - it took several 
sheets of graph paper to discover that one! 
Apart from freeing the hostages, |oe has 
also got to find and prime six booby-trap- 
ped explosive devices. He achieves this by 
rearranging five characters into alphabe- 
tical order within a strict time limit. Not as 
easy as it sounds, and failure to complete 
the task in time causes termination of the 
mission. Once the first bomb has been 
primed, Joe has only twenty minutes to 
locate the remaining devices and ail of the 
other hostages. Guards are easily dealt 
with by a quick round from his semi-auto- 
matic machine gun, but bullets are in 
short supply so in some cases it may be 
more sensible to make use of his impress- 
ive athletic capabilities. Useful acquisitions 
include extra ammunition r life-saving 
food icons and a very handy 'energy suit' 
giving foe unlimited strength for a short 
period. An energy bar above a centrally 
positioned viewing window indicates the 
current state of his health. Underneath, a 
large digital scoreboard and details of 
ammunition, door keys and time available 



are constantly updated. 
Many of the screens are graphically simi- 
lar but sufficient exploration is suitably 
rewarded with the odd completely different 
scene - watch out or you could even end 
up trapped in the WC! As for sound, there 
isn't really a lot of it to talk about but 
whether you view this as a major draw- 
back will depend on your appetite for com- 
puter generated noise. Personally I found 
the game quite satisfying without the 
additional lure(?) of any sonic wizardry. 

Players are advertising |oe Blade II as 
'coming soon' on the cassette inlay but 
whether this applies to the 8-bit Atari ver- 
sion is anyone's guess. Let's hope so as 
they seem to have found the formula to 
produce software of the high quality that 
Atari owners deserve and should expect 

Paul Rixon 



Title: |GE BLADE 
Publisher: Players 
Price: £1.99 on cassette 
Players: 1 
Control: Joystick 
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COME BACK KING KONG! 



'It seemed like any other day at the 
Greas-eburger Fast Food Emporium - but 
three unlucky customers were to get some- 
thing even nastier than usual in their Big 
Mucks. If only the company's Research 
Division hadn't accidentally shipped some 
of the experimental food additives ... A 
wave of nausea, a foul aftertaste, chronic 
indigestion - everything was norma] until 
George, Liz2y and Ralph ripped out of 
their clothing and into designer fur and 
scales../ 

And so begins the amusing plot to RAM- 
PAGE - a contrastingly frustrating and un- 
characteristically poor arcade conversion 
from Acti vision, originally from Bully Mid- 
way. No more playing 'Mr Nice Guy J - this 
time you become a hudriw and, in the 
words of the inlay card r unleash mon- 
strous mayhem on an unsuspecting 
public! 



Title: RAMPAGE 
Publisher; A division 
Price: £9.95 cass. £12,95 disk 
Players: 1/2 
Control: Joystick 



Gameplay itself is relatively simple. As 
human-turned-monsler you decide to 
embark on a destructive rampage through 
fifty cities in search of altemutive nourish- 
ment. This involves climbing up the sides 
of tower blocks and punching holes into 
the offices of likely looking business pre 
mises - anything goes really! The aim is to 
consume various edible objects, avoiding 
those items such us televisions and potted 
plants which don't taste quite so pleasant. 
The task is made more difficult by troops 
who fire at you from the windows of some 
buildings und gunship helicopters con- 
tinually circling overhead in an effort to 
prevent the destruction of the city. Dam- 
aged buildings eventually collapse and 
each completely demolished screen is re- 
placed by the next in a series of 150. 
Two players may compete and select their 
characters from a choice of George (God- 
zilla), Lizzy (Lizard) or Ralph (Wolfman) or 
the computer will automatically take over 
for a one player game if it senses the 
absence of the second player, |oy stick re- 
sponse is nothing short of abysmal,. The 
controls are clumsy and imprecise - more 
often than not you'll lose energy waiting 
for an action that ought to have been 




carried out immediately. This does consid- 
erable damage to the game's playability. 
Visually RAMPAGE is adequate but hardly 
eye-opening. Vehicles cross the screen 
periodically - apparently without purpose 
- in Irani of predominantly grey buildings 
superimposed on a black city skyline. Ener- 
gy bars above provide the necessary status 
information whilst single colour PMGs 
form the attack helicopters and other 
adversaries. Even the monsters themselves 
are poorly defined and mono coloured - 
not the sort of thing Atari owners should 
expect to see gracing their monitors in the 
late 1980's. Terrible is an apt description 
of the sound in general and especially the 
introductory 'music'. 

Regrettably, RAMPAGE isn't anything spe- 
cial at all and much as I feel obliged to 
congratulate Acti vision for their support of 
the Atari, I can only wish that their pre- 
viously standards would return. 



XL/XE ROM CARTRIDGES 

ARCHON 14.95 

BALLBLAZER 14 95 

BLUE MAX 14.95 

DHEADN OUGHT FACTOR ....11.95 

FINAL LEGACY 12 95 

JOUST 12.95 

LQDEH LINKER 14 95 

MOON PATHOL 12 95 

POLE POSITION 12.35 

REALS PORTS AMERICAN 

FOOTBALL t 12.95 

RESCUE ON FRACTAL JS 14.95 

RIVER RAID 9,95 

TENNIS 9.95 

ZONE RANGER 7 95 

XL/XE DISKS 

AUTO DUEL 1 64k) .16 95 

ORUID 12 g& 

EURO SUPER SOCCER |G4ty ,12,95 

f 15 STRIKE EAGLE 12 95 

FOUR GREAT GAMES II 5 95 

FOUR GREAT GAMES III .... 5.95 

FOUR STAR GAMES I 5 95 

FOUR STAR GAMES II ,..5.95 

GUILD OF THIEVES {64kt ,, 16.95 

MftMM BACK mi 12.95 

J9NKTER (64k] 16.95 

KENNEDY APPROACH 12.95 

KNIGHT DHC (64k TEKT) ....16.95 

LEADER BOARD 12.96 

MIRAX FORCE .8 95 

MINI OFFICE II ,, 16 95 

NIGHTMARES 6.95 

RAMPAGE 12.95 

SILENT SERVICE 12.95 

5Pt WS SPY TRILOGY ... . .. 12 95 

TIME & MAG IK (64k TEXT) ..12.95 
WINTER OLYMPIAD 18 (Eft] ,.12.95 



XL/XE CASSETTES 

ACE Of ACES ,..2,iS 

AMERICAN ROAD RACE 1.95 

ATARI ACiS . . .T 6.95 

BASIL MOUSE DETECTIVE ,,,.2,95 

CALIFORNIA RUN 1.95 

DAWN RAIDER 1.96 

EURO SUPER SGCCEH j64k| . 6.95 

MS STRIKE EAGLE .. 8,95 

FOUR STAR GAMES I 3.95 

FOUR STAR GAMES II 3.95 

GAUNTLET i'64k| 2 .95 

GRAND PRIX SIMULATOR ....1.95 

IN GRIDS BACK |64k) 12.95 

LAS VEGAS CASINO 2.95 

KENNEDY APPROACH 6 95 

KNIGHT ORC (64k TEXT} .... 12.95 

LEADER BOARD 8.95 

LEADER BO ARC TDVHN 4,95 

MIRAX FORCE 6.95 

PLATFORM PERFECTION m ..6.95 

QUARTET GOLD 3.95 

RAMPAGE 8 95 

SHOOT EM UPS (64k) 6 35 

SPEED ACE , .. .2.95 

SPY V& SPY TRILOGY 8 95 

TIME & MAG IK 4 64k TEXT} ., 12,95 
WINTER OLYMPIAD SB r«i) -8.95 
ZVBEX 2.95 



ST DISKS 

AFTERBURNER 15.95 

CHRON0- QUEST ,., 24.95 

ELITE 19.95 

JOE BLADE II 15.95 

LDMBARD/RAC RALLY 19 95 

S.D.I 15.95 

SPEED HALL 19.95 

TRIVIAL PURSUIT HHV BEG ,.15.95 
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HERE'S WHAT YOU'VE MISSED! 

Get your back issues NOW! 



PAGE 6 back issues represent an excellent way ot increasing the en(oymeni ol 
your Atari with articles lo enlignlen you, programs 10 lype In reviews ol 
software to guide you. Almost all of trie content ol past issue* WHI be IS ThSSh 
find relevant t&day as when l| appeared - increase your enjoyment now, oelore 
il r t 100 lit* I Disks art ivlitlbM lor all issues, containing all the 8-bit programs 
from each issue ready to run, and ihey oMen include bonuses not round in the 
magazine. 



ISSUE SO - GRAPHICS SPECIAL. A super special issue wilh a graphics rJwiMu 
Drew some masterpieces with GRAPHICS WORKSHOP and explore your graphics 
potential with Colour Palette, Pickwd*, Colour Attributes and CIO Slideshow. An 
in-depth reviaw or Prlntshop and Graphics Art Department, the final pan ol Display 
Lisls and the Adventure column. 11 pages devoted 1o 1hc ST plus a colour lealure 
ATARI ART and ST GALLERY. And there s more! BLOCK BREAKER is on* Ol Ihe 
10 hive been published in any magazine. Don'! miss it! 

DISK AVAILABLE 
Graphics Workshop 




incudes BONUS PICTURES lor 



ISSUE 21 - A packed Issue with games. TRAIN CRAZV, REVENGER and FORKLIFT. 
Utilities SCALE MASTER, QUICK DISASSEMBLE FT and Measuring Temperature. 
Programming bints with Doing The Impossible, Error S Solved and THE GUIDE 
TO ERROR CODES. Reviews of flight Simulator I, Hitchhiker's Guide lo Ihe 
Galaxy, and the latest Adventures For the ST a DEGAS 10 NEC converter. Lattice 
C reviewed and reviews of a whole host ol 



DISK AVAILABLE. All programs ready lo go, 



ISSUE 22 - More serious users will enjoy SMARTSHEET, a VlSlCalC like 1ype-in 
spreadsheet, plus our review of Paperclip whilst gamesters wilt puzzle Over 
TRICKY CUBES and try 10 survive HIDDEN DEPTHS. The Guide to Error Codes, 
is concluded and There are articles on Fractals, Tape Problems and some less well 
known Adventures. Loads o1 reviews and some great new routines lor Block- 
breaker. ST users will find out how to program Sprites and can read reviews Of 
Time BandiL Pro-fort ran 77, vip 





DISK AVAILABLE - DOUBLE SIDED! Contains TWO 
versions of TRICKY CUBES and mw versions pi 
BLOCKS REAKER 



ISSUE 23 - Another superb machine language game WATER SKI SCHOOL will test 
your reflexes. WORDSEARCH will challenge those who like puzzle* and Other 
listings include SUPERCLOWH and the utilities XREFand VERIFY. A huge review 
Ol Ultima IV heads a comprehensive review section and Going Online Part 1 wilt 
let you know il telecommunications is 1or you ST Owners can discover how to 
get a bigger screen on their colour monitor and read reviews of ZoomrACk.S. Sierra 
On L inr- jidtfHnlijrtfs arMl Pro-Pasc ;il amongst others Also, is it worlh adding a 5 A'' 
drive to your ST? 

DISK AVAILABLE. Contains TWO BONUS 
PROGRAMS? 

ISSUE 34 - The biggest issue SO far published! Creal ST section with into about 
ST diska and cartridges end loads Of reviews, For B-W Liters there is UUNCHY 
MADNESS, the best game we have ever published plus a super cheque hook utility 
AUTOCHECK. Plus all about checking your dish drive. 
FLYING HIGH, more utilities, reviews of RAMBIT, 
Too much in this issue to list luilyl 





DISK AVAILABLE Don't miss MUMCKY MADNESS, 
we have published so lar! 



ISSUE 2b - Another biggie I A must for ! 029 printer owners with 3 great utilities 
Including a SCREEN DUMP, A super Japanese chess game called SHOGI. a type 
in REVISION C BASIC, a lull feature on disks and more, For ST„ type in OTHELLO, 
reviews of LEADER BOARD and MEAN IB, Hints and Tips and several 
and articles. 




DISK AVAILABLE 
HEADY TO 001 



all those iuzs programs 



ISSUE 2S - SOLID MODELLING is 0h« Ol the best non-game programs we have 
published. Be creative I Other programs include SOURCE WRITER lor machine 
code programmers^ FLEXIBLE FINGERS to help you type, NUTS and mare. 
Reviews of TRIVIAL PURSUIT, DVCT65, SPEEDSCR1PT and much, much more. ST 
ueera «n kwn ell about HARD DISKS, FAST BASIC. TYPESETTER ELITE, DEC AS 
ELITE and read reviews on a whole lot more software. 



DISK AVAILABLE - DOUBLE SIDED 1 TWO full 
with BONUS SCREENS for SOLID MODELLING 




ISSUE 27 - Some cracking listings for the B-bil In GREAT BRITAIN LTD you can 
be the Chancellor and help run Ihe country COMPUTER GAMMON Is a g real Alart 
version o1 backgammon and mere's ANTS IN YOUR PANTS, DISK COMMAND and 
Others, There is • feature on word processing and stacks ol reviews. The ST 
section includes an ln*d*pth review of ART DIRECTOR and a neal little program 
to put scrolling stars on your screen* Lots ol reviews including HABAV1EW, 
K -SPREAD 2, K-WOHD and many more. 

DISK AVAILABLE - some L-O-N-G LISTINGS! 




ISSUE 29 - Extend the incredible original Munch y Madness with the MUNCH Y 
MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS wilh a friend, teach 
your children with MOST HEART MATHS or make up some crosswords with 
XWOHD. A long feature on flight simulation programs, hints on ZORK and loads 
ol reviews. For ST users. Ihe first in a series of USING GEM horn C plus FLIGHT 
SIMULATOR II reviews,, new books from COMPUTE! and a whole Stack 0< reviews. 




DISK A VAIL ABLE - AiSO 
screen Iroffl our competition. 



contains the winning title 



2fl 



One that serious B-Ul users have been waiting a long time for - a greet 
lull feature database - MJDBASE plus an imuing Story maker. STORYBOOK, that 
allows you to create illustrated stories Then there S a fl real game Irom ANTIC 
called CLIFFHANGER and an AUTOHUN maker and more. Cheat on commercial 
games wrlh ZAPPING THE RIGHT BYTE end read stacks of reviews, The ST 
section has a type-in program, SCREEN GRABBER, which allows you to "snalch" 
pictures of commercial games to disk, plus the nest part In our GEM FROM C 
series and reviews of Superbase Personal, K-COMM 2 plus lots Of games including 
Another big 




DISK AVAILABLE DOUBLE SIDED. With BONUS 
stmy 1ar STORYBOOK and STORYBOOK reeder. 

ISSUE 3D • A great lollow up to Solid Modelling allows you to animate 3-D objects 
Try 3-D ANIMATOR. HOW about a puzzle wilh LETTER CASTLE or an arcade Style 
shoot-up from ANTIC called DESERT CHASE? Articles inlcude an in depth look 
at GUNSLINGER. Genealogy With Your Alan and Flrts Steps on saving screens. 
Loads of reviews including AUTO DUEL and P:R: CONNECTION. The ST section 
includes the continuing GEM series. CYBERSTUDIO, ZOOMRACKS II and loads 
Of games and serious reviews including GFA BASIC K-Rogel, Jupiter Probe and 





DISK AVAILABLE. DOUBLE SlDED with BONUS 
MACHINE LANGUAGE ADVENTURE only on |he disk! 

ISSUE 31 - Our maAaive survey on all the WARGAMES available lor Ihe 6>blt Atari 
heads this issue which also includes a great type-In synthesiser listing called 
ORIGIN At SYNTH. Other listings include FONT FACTORY, a nice Character editor 
and a challenging game called BOWL TRAP. A feature on 3 Si, more Tutorial 
Subroutines, a long feature Oh THE NEVERENOIHG STORY revwws Ol ROAOWAfi 
2000 and THE DUNGEON plus many more are also in Ihis issue ST SECRETS, 
a new series on ST programming begins with a look a1 sound and ihe ST reviews 
section includes IMG SCAN, EASE TWO, TEMPUS and many mors. 

DISK AVAILABLE - All the exlra tiles for ORIGINAL 
SYNTH set up reedy lo run plus ell the olher lislings. 

ISSUE 32 - A great card g^me lor S-bU users called, rather uninspiringly. WH 1ST 
plus a two player game of TENNIS and S GRAPH MAKER thai works on lbs 1025 
printer A new series starts on EXPANDING YOUR ATARI and there is an excellent 
program/tutorial on BUBBLE SORTING. Reviews include THE PAWN, GUILD OF 
THIEVES, SPARTADOS'U.S. DOUBLE R and many more. ST users can lind out 
aboul programming graphics wilh ST SECRETS and can read all about Ihe TURBO 
DrZER.. PC DITTO plus reviews ol Tanglewood, Defender Ol The Crown, Winter 
Olympiad. FRQSPERQ FORTRAN and more. 

" DISK AVAILABLE - DOUBLE SIDED with BONUS 
MACHINE CODE ARCADE GAME only on this disk 

ISSUE 33 - Many readers hfive said tnis is our best issue yet with an a ■ tensive 
lealure on choosing a printer fot your Atari, plus HEAVY METAL, a superb type-In 
machine language arcade game, Other type-In listings include another game. 
CRYSTAL CRISIS and two utilities. COLOUR TUNER and 90FTKEY, Ihe latter 
being a super keyboard 'macro', utility. ST owners can lind out more about 
PROGRAMMING GEM with another article in the series end there are loads Of 
reviews including MASTER PLAN, GUNSHIP and SPECTRUM 512. There's much 
mora In this Issue beside*. Including some great music lor the MM, 





DISK AVAILABLE ■ including TWO 
that are no) in the magazine. 



BONUS GAMES 



ISSUE 34 - An ADVENTURE special to delight all fans Ol Alan Adventuring. 
Exclusive and extensive interview with LEVEL 8„ two TYPE-IN 8 bit ADVENTURES, 
games reviews, bumper A-Z HINTS AND TIPS for ail kinds 01 adventures, a survey 
of almost every known Alan adventure and much more. Other Items include DAVE 
T S DISCO, FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT 
and the regulars, ST File includes a round up of ST adventures, a review ot 
DUNGEONM ASTER, hints on adventures and slacks of gerwral games reviews. 

DISK AVAILABLE - includes TWO SONUS 
ADVENTURES only lo be lound on this dish, 

ISSUE 95 - Use your powers of deduction TIME TO KILL to solve a crime CfeudO 
lashlon, bend your mind wilh BALLBENDER. a very dtflerent game. Other great 
gams include REFLEX In machine code and JUMBLE CELL, a real pouter. Pius 
HOW TO WRITE YOUR OWN BOOK on ■ 130XE. CHARACTER ANIMATION, 
STRUCTURED PROGRAMMING plus the usual host ol reviews. The ST section 
includes MAD., the best type-in ST listing So lar published - type It In ST BASIC, 
end up With * machine code game! Also, a comprehensive article on VIRUSES, 
what they are and how to deal with them. Loads of 





DISK AVAILABLE - Includes BONUS machine code 
game only on the disk. ST DISK also available tor this 
Issue with MAD ready to run. 



BACK ISSUES are £1.20 each in the U.K., £1.95 for Europe or surface mail elsewhere and £2.75 for Air Mail outaide Europe 
ISSUE DISKS are for any 4Bk or 64k S-Wt Atari. Each disk is £2.95. Posiage FREE in U.K, Overseas add £1 per order {any number of disks) 
Send your order lo PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND. ACCESS and VISA accepted, Telephone 0735 213923 
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Are your games are a loss? 



STOS 



Try *3 M W3 

see page 52 to see if its any good 



I ' : 

What's that strange creature doing at 
Cardiff Arms Park? 



Psygnosis, having released only a select few games over the past couple of years, are now expanding with new labels and 
association* with overseas programmers. First release on their new Psyclapse label is Baal, in which the supreme Cod of 
Evil has despatched his army of undead to steal a dreadful weapon of destruction the War Machine, Those with weak 
stomachs will be pleased to learn the the game is not quite so gruesome as the advertising! Next up from Psygnosis is 
Captain Fizz Meets the Blaster- Jronst l) r a two player collaborative game that Psygnosis claim is so addictive that they 
had to ban it from their own offices! Lots of blasting, keys to find, gates to unlock and other adventures with split screen 
views of each players action. High in action and, at £14 + 9J, low in price ♦♦♦♦♦ from Electronic Arts is a new arcade/strategy 
game called Fusion featuring two directional parallax scrolling, digitised sound, the lot. Object is to collect nine pieces 
of a bomb scattered over 13 levels and return them to level 1 via an Assault Cruiser. Doesn't seem to be too much blasting, 
more puzzle solving such as trying to operate coloured switches to other levels. At least the screen shots look different 
from what is now becoming almost standard .... then there's Hell Bent from Novagen, following up Mercenary and 
Backlash, not programmed this time by Paul Woakes but by one Donovan Prince. Hell Bent is standard blast 'em in 
Coldrunner vein but plenty fast .... Codemasters. hoping to repeat their success with BMX Simulator, have Rugby Simulator 
coming up in which, you guessed it, all those of us who didn't go to public school can revel in the noble game without 
having to lose teeth and eyes in the process! Can't figure out, though, what that giant tortoise is doing on the Held! .... 
plus far too many more to mention between the time of writing and the time of reading, but is the flood of ST software 
now beginning to abate? 



REVIEW 



STOS 



Every so often in the life of any 
computer there comes a program 
that con only he dest ribed us a 
'must'. Normally this is some form of 
'mega game' or highly efficient art prog- 
ram, very occasionally an application 
such as a spreadsheet but 1 hove never 
thought of a programming language com- 
ing into this category h STOS though does! 
It is hard to know just where to start in a 
description of such a comprehensive pack- 
age, perhaps the best start is to explain 
that STOS stands for ST Operating System 
and expand from there. 
The packaging for STOS c laims it is u 
games creator, this is a little unfair since it 
brings to mind other packages which bear 
no relation to the breadth of function of 
this software. There is nothing truly com- 
parable with it and r in it's own field of 
graphic: handling and sprite development, 
it can easily compete with most Basics 
currently on sale . 

So what is in STOS? At grass roots level it 
is a Basiic programming language that 
commes as 3 single sided disks one of 
which is full of archived accessories, the 
second with three demonstration games 
and the third with the actual language 



The greatest thing so far for 
the ST or just another program] 
Damon Howarth tries his hand 
at writing games 




itself. The system recommends that it be 
Auto-Booted thereby releasing the ST from 
the strictures of GEM and gaining an extra 
32K to use. The loss of GEM is not so 
worrying as may at first be thought since 
the language provides a most user friendly 
environment. STOS has excellent file select 
and menu commands, indeed it took 
slightly less than half an hour to obtain a 



fully debugged menu command line that 
would change the mouse cursor and pre- 
sent windows with differing fonts in them. 
Obtaining this effect in most other lan- 
guages 1 have used, has occasioned resort- 
ing to GEM calls and complex IF THEN 
routines. In STOS the command reads 
'menu${l)- < MENU":menui(l 1 l)="itern I' 
and so on as far us you want menu 
choices, The activation of the menu is - 
menu on:A=mnselect:lf A oO then print 
"you chose item 'A' r Obviously this is ex- 
tendable and is most user friendly. 
The most important part of the program 
is r of course, the manner in which 
graphics and sprites are controlled- This Is 
simply effected using nothing more than 
x, y co-ordinates and the commands move 
and anim on/off, The sprites, of which it is 
possible to have fifteen active at a time, 
are interrupt driven {without needing in 
depth programming) and easily made 
aware of collisions., boundaries and all 
those other useful things 
sprites need to know in 
order to function in game. 
It was so easy to make a 
sprite pattern that I de- 
veloped a Wildlife Panda 
head to bounce around 
the screen in under forty- 
five minutes, and thirty- 
five of that was trying to 
gel the correct curve to it's 
ears since I urn no artist! 

EASY SPRITE 
DESIGN 

Having pointed out that my urlistic ta- 
lents are limited it was with some relief 
that 1 discovered that there was a utility 
called a sprite grabber with the software 
that enabled the user to lift their favourite 
sprite and tinker with it to include in their 
own programs. Even better there is also a 
means to store Degas and Neochrome for- 
mat backing screens in compacted mode 



to make multi-screen game creation a pos- 
sibility. Graphically there is the option of 
defining two concurrent screens to enable 
rapid and effective scroll changes, indeed 
the software even allows for commands to 
fade the pictures together at whatever rate 
or style is desired. The example from the 

ual gives a sort of Venetian blind 
effect for a slow change,, although by a 
change in control numbers this can be- 
come instant or explosive. The window 
creations (up to thirteen on screen at a 
time) can allow for quite complicated 
screens to be built and by careful program- 
ming and interrupt use can almost look 
like the Blitter is installed in your 
machine. Admittedly when there is a great 
deal of action on the screen at one time 
things slow down somewhat but not too 
excessively and, once more, the manual 
makes suggestions us to how to keep opti- 
mum speeds at any one time. 
Once the initial euphoria of creating 
sprites and being able to control the way- 
ward ST screen wanes, the other features of 
the software become apparent. It is possi- 
ble to install various accessories into the 
machine (although this is better with a 
] 040) which may be activated by function 
key. help mode or menu bar. Thus it is 
quite possible to have the sprite editor, an 
assembler, screen compactor and font edi- 
tor at finger tip command without losing 
other parts of the current program or prog- 
rams, since four separate pieces of work 
may be maintained at any one time, 
Obviously this eats memory and is not 
recommended tor 520s, although even 
they can cope with one key developmental 
aid installed at a time. The really useful 
thing about all the accessories is that they 
are written in STOS and are totally ex- 
aminable, thus they may be learned from 
or altered to taste. It is also possible to 
create your own accessories to run within 
the system and run time versions of any- 
thing are possible by using a tagger sup- 
plied with the package. 
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CREATIVE ACCESSORIES 



Having discussed the 'bolt on' accessories 
it would seem lo be a good time to com- 
ment on the more important of them The 
most exciting areas of creativity are the 
sprite and map creators. The sprite creator 
looks like a standard art package with all 
the pallette functions, and an option to 
create sprites that will adapt to any of the 
ST's three modes. All the basic art package 
tools are included such us semi circles and 
lines with the addition that an animator is 
incorporated and changes may be saved 
and worked on with the minimum of fuss. 
The creator is J ike the other accessories, 
icon controlled and, as such, user friendly. 
The sprites save to a special file which is 
subsequently called to the program and 
accessed during run time whenever the 
Basic calls it, which saves time defining 
sprites in aprogram and also allows for 
modular program creation. Why waste a 
good sprite control rouhne when it tan be 
used to govern various banks of sprites. 
The map maker allows for the laying of 
static sprites in order to create Guuntlet 
sty le games. There are some quite familiar 
landmarks already in the memory and 
indeed the basic set up almost resembles a 
Gauntlet editor. 

ADD SOME MUSIC 

There is also the facility to produce music, 
again interrupt 
driven, to accom- 
pany your game. 
The accessory is 
not as sophisti- 
cated us some of 
the most expensive 
software but it is 
extremely effec- 
tive. If the writer 
has some basic 
knowledge of 
musk: then the sys- 
tem is even more 
comprehensible, on the other hand it is 
still a great deal simpler than program- 
ming the sounds from other Basics. These 
files when created and saved, again be- 
come executable tacked parts of the prog- 
ram so, as with the sprites, your tunes con 
accompany many of your games. The 
music is controlled simply by the com- 
mands music on/off and the predefined 
sound effects by commands such as bang. 
Spol effects are equally easy to program 
should the pre-programmed library not fill 
your needs, they simply require envelope 
parameters passing in Basic statements 
and - zap - there it is! 
There is even a font designer included in 
the basic accessories which in conjunction 
with uuite excellent string handling allows 
manipulation of any form of lettering, 
even Egyptian Hieroglyphics. The editor is 
again icon driven and user friendly and a 
joy to work with. Minor useful accessories 
include a mouse detector, which allows the 
user to obtain screen co-ordinates of any 




point of a Neo or Degas picture thus allow 
ing the programming of dangerous /ones 
for sprites to enter. 

FURTHER ENHANCEMENTS 

The idea of accessories that will tack into 
parts of the program bank mean that the 
system cun be upgraded as needed or de- 
velopment dictates. Already there are 
promises of a compiler and solid 3D addi- 
tions from Mandarin. These and other 
such devices will merely enhance this 

package. A great 
deal of thought 
and preparation 
has gone into 
creating this 'all 
round good egg r 
and as such it de- 
serves support, 
which it certainly 
seems to be receiv- 
ing. Mandarin 
offer a help line to 
all registered users 
(surely a better 
way to deter pirates than peculiar protec- 
tion devices) and it seems are now even on 
Micronet. 

If the system Is viewed as only another 
Busk: then its number crunching abilities 
are not that of, say, Hi-soft although hav- 
ing said that the editor on this system is 
one the most friendly I have come across. 
Perhaps in common with many old time 
8-bit converts I find some security in line 
numbers and the dreaded GOTO state- 
ments but the lack of strange windows 
appearing and forever being in the wrong 
place to execute the command I wish are 
now a thing of the past. To my mind this 
makes up for the 'older' approach. As a 
Basic it fulfills its functions adequately, 
and is more than competent at file hand- 
ling especially with its file select and menu 
commands. Indeed the ability to create 
spare accessories may well allow for creat- 
ing a number crunching environment, 
perhaps from the, now included, 
assembler. 




STOS is too powerful to be regarded as just 
a game creator and indeed with its ex- 
tremely powerful screen handling and 
mouse recognition could even be used to 
create adventures in the mode of Chrono- 
Quest or even adventures with action in 
the style of the Cinema-ware software. The 
three listuble demo-games give good ex- 
amples of how to use the system to its best 
advantage and are as playable us many 
commercial variants. One of the most in- 
teresting variants is the Orbit game which 
bears a distinct similarity to Arkanoid and 
in some respects plays better. 

VALUE EOR MONEY 

By now it must be obvious that 1 am most 
enamoured of the package and feel that it 
represents extremely good value. If it is 
viewed only as an upgraded Basic to use 
instead of the supplied Atari package then 
it is much cheaper than any other on the 
market. When it is realised that it also 
combines ihe sprite creator, music writer, 
font creator and the *hn-e cjutn.: qunlilv 
games then the whole package is an abso- 
lute bargain, and feel that it truly deser- 
ves its position in the charts. Furthermore 
ii deserves to become one the listing lan- 
guages for magazines in the future 



'I cannot 
recommend this 
highly enough' 



STOS 

Mandarin Software 
£29.95 
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UTILITY 




BOOT 



by Lawrence Staveley 



How many of you have hod the problem 
of adding a 1 Meg external drive to your 
5T only to find that you cannot use double 
sided disks that have AUTO folders or 
Accessories? It can be quite a frustration 
and I developed B BOOT to help overcome 
some of the problems. 
One way to overcome the problem Is to 
physically change the drives over which 
may only work if the external drive is an 
Atari one, or to make some hardware 
changes, both of which will void your war- 
ranty, A software solution is far less dras- 
tic, and although not the whole answer, 
this program will moke your system much 
more flexible. The program is very simple 
to use and is written in ST BASIC so that 
any user can type it in so dig out that copy 
of ST BASIC, type in the listing and save it. 
Now follow these simple steps. 

1. Format a disk to single sided so 
that the internal drive can read it. 

2+ Create an AUTO folder on this disk 
ready for the BASIC program to 
insert the machine code programs 
into. 

3. Run ST BASIC again, load in your 
listing, insert your formatted disk 
in drive A and RUN the program, A 
program will be created in your 
AUTO folder. 

4. Switch off the computer AT THE 
POWER SWITCH. 

5. After a few seconds switch the 
computer on again with the disk 
on which yau created your AUTO 
folder used as the boot disk in 
drive A. You should shortly get the 
message to 'PRESS RESET', if you 
don J t get this then there is an error 
in the BASIC program, and it 
should be checked and re- run. 

If you have got this far you should now 
have a working version of B-BOOT- Simply 
insert a 1 Meg disk containing an AUTO 
folder or an .ACC file that you wish to use 
in the external drive and PRESS RESET. The 
computer will read the boot sector from 
drive A and will then continue the boot 
with drive B as if it was drive A. 
There ure a one or two problems which 
the pray rum does not solve. The first is 
that software that loads from the BOOT 
SECTOR cannot be run from drive B. This 
is not very serious as ALL commercial soft- 
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REM CREATION PROGRAM FOR 
REM B-BOOT: WRITTEN IN ST BASIC 
REM 

REM WRITTEN BY LAWRENCE STAVELEY 

REM FOR PAGE 6 MAGAZINE 

REM 

REM ENSURE THAT YOU HAVE MADE AN 
REM 'AUTO 7 FOLDER ON THE DISK FIRST 
REM 

REM WRITTEN LN ST BASIC - '87 VERSION 
n=Mi6G000:fullw £:clearw 2:9 ? 
for t=0 to 5 step 2 
read a: poke n+t,a 
n,G3ct t 

for t=6 to 25 step 2 
poke n+t^hQQOO 
next t 

for t=26 to 67 step S 
read a; poke n+t,a 

next t:? 11 Creating A:ATJTO\B00T.PRG" :?;?:? 
bsave " a:auto\ boot, prg " ,&h60000 , 68 

REM ONE DOWN, ONE TO GO 

n=&h60Q00 
for t=0 to 5 step 2 
read a: poke n+t,a 
next t 

for t=6 to 27 step 2 
poke n+t,Mi00OO 
next t 

for t=38 to 71 step 3 
read a; poke n+t,a 
next t 

?.?:? "CREATING: A:AUTO\P0WER_UP.PRG 1 :? 
bsave N a:auto\power_up.prg" ,&h60000 t 72 
end 

REM ** B00T + PRG - DATA ** 
REM ********************* 

data &h601a 5 &hQ0Q0 t frhO028 
data &hffff t &H42a7,&?h3f3c 
data &H0020 t &h4e41 ,&hdefc 
data &h0006,frh33fc,&h0001 
data MiO0O0,#?h0446,Mi3f3c 
data fch0001,Mi3f3c,&hOOOe 
data &h4e41 T &Mefc,&h0004 
data Mi3f3c,&h0000,&h4e41 
REM ** POWERJJP.PRG - DATA ** 
HEM ************************* 
DATA &n6Gla,MiGO00 t MiOQ24 
data Mi2f3c t &li0000,&h0Gl6 
data Mi3f3e,&h0009 T &h4e41 
data &hdef c,&Ji0006,frli4ef 9 
data SenOOOOt&hOOlO^liSOBS 
data Mi4553,&h532Q T &h5245 
data Mi5345,&h5400,&h0000 
data tenOOOQ^hOGOS^MilOOO 
data &h00G0 



ware is supplied tm holt meg disks. The 
second problem is that if a program 
changes the drive handle back to A: the 
computer will revert to drive A. This can 
often be changed by using a program like 
ANTIC'S DISK DOCTOR to search for file- 
names and change the drive identifiers. 
The only other thing that might cause a 



problem is not redUy a fault of the prog- 
ram. If there is a DE5KTOPINF file on your 
disk that is set up with a window open for 
drive A then the computer will read the 
directory for drive A, The only way to solve 
this is to set up the window with drive B 
open, save the DESKTOP, INF (to drive A) r 
and then copy this file onto drive B. * 
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Suite 6, St Thomas Street Stables, St Thomas Street, Newcastle NE1 4LE 
Telephone: (091) 232 1517 / 232 4895 ext 306 

Contact Phil Coates (Atari) or Garry Watson (Sales & Macintosh) 



Prospero C 

for the Atari ST 



The C compiler market is an in- 
teresting one to join. Obviously C 
is a very popular language., but 
the marketplace is already served 
by a number of well known, pro- 
fessional compilers, like the Lattice 
and Murk Williams compilers. To 
enter the market now yoa have to 
provide something better than is 
already there and Prospero C does 
do that - by providing a fully inte- 
grated environment (first used in 
their Fortran), the PROBE inte- 
grated debugger, and ANSI stan- 
dard compatibility, 

FOUR MANUALS 




vaid ieslri 

linebuf *it 

{ 

im llr 



for I L i t 
if 

\ 

free Ut 



Cat pi Lcr flptiwis 

CMpilfT output 19 L96 fill 
Source listing to PRH fMc 
Include source line Lnfc*rnitia«i 
Check arr*u Indexes 
Check diiLflfwenti d^alnst bounds 
Cheek piBtrtteri 

accept strict wsi standard C onlj 
Chir is unsignrd 
SertntE cwpict cade 



large library) The next program 
was much more complex, and all 
library functions worked fine r so I 
suppose it is an isolated problem. 

THE PRO C 
ENVIRONMENT 



reviewed by Matthew Jones 



Prospero C P hereafter referred to as Pro C, comes as a package 
containing three single sided disks, and four covered ring bound 
manuals in a slip case. The disks contain the necessary prog- 
rams, und some sample source files, us well as library heudei 
nles. The manual explains how to place the files according to 
your disk drive set up. If you have a hard disk (as I do) f you 
may place them more or less where you like - you can configure 
the compiler to find them anywhere. 

The four manuals each cover a major area - the compiler and 
utilities; the C language libraryr GEM AES and GEM VDI. The 
latter two are very thorough, giving not only the parameters, but 
why you would use a function and example code. It is not quite 
perfect - I notice for example that vst Joud_fontsO does not 
mention that GDOS must be resident or it will crash - but they 
are very good nonetheless and I am pleased to see them. 

The main manual covers the installation, compiler and utilities; 
the language definition; Prospero implementation and appen- 
dices which include the error number explanations (though no 
more than will tie shown by the compiler anyway). Each topic 
is covered well r though some more obscure subjects could do with 
more elaboration - 1 have yet to see an understandable explana- 
tion of the new ## preprocessor token. 

The fourth manual is the prospero C library reference. This Is 
in two bo.sk sections, the first covers functions by the header file 
that they are declared in (and so is a breakdown by classifica- 
tion) and the second section contains function descriptions. I am 
pleased to see that each function has its own page in the 
alphabetical sequence - unlike the Lattice manual which lisis 
printfO fprintfQ and sprintf() under one name. The user is refer- 
red elsewhere for full detail, but at least it is easy to find. The 
C library includes all the old favourites, but also some I did not 
expect. Routines for directory searches, findfirstO and findnext(), 
as well as a drivemapO to tell you which devices are attached 
are useful extras. Each function is indicated as ANSI standard 
or not, so portability may be maintained. 

The first program I decided to write was a small utility to run 
another program and then hang It may not sound useful, but 
it allows me to park the heads on my hard disk without having 
to close the windows and run SH1P.PRG from a floppy. My first 
attempt caused the system to bomb, and I eventually found out 
that you must pass at least one parameter (as well as the 
filename) to the spawn() function - something not mentioned in 
the manual so 1 presume it to be a bug (not uncommon in any 



The Pro C environment incorpo- 
rates a windowed editor which can 
manage up to four flies to be 
edited at once. The editor under- 
slands many Wordstar and Macin- 
tosh style key commands and is 
acceptable, but n does have its 
problems. Mouse integration is not 
good, as using the scroll bars 
causes a lot of mouse shape 
changing and the re-draw is much slower than me equivalent 
key command. The biggest pain for me is that when you select a 
block, the Delete key deletes the single churucler under the 
cursor, not the block. I also tend to expect it to work as the Mac 
and Microsoft Windows do, and delete the block when I type 
something else - but it just adds the new stuff to the block. This is 
a problem of application consistency, and the fact that GEM 
applications aren't consistent is partly due to the lack of applica- 
tion guidelines that the other systems have. The editor also uses 
spaces for tabs, which as I have said before is terrible for 
programming, but no Atari editor yet supports real tabs. Apart 
from mouse speed and block irritations, the editor is good. 

COMPILING 

Once you have your file, you can then use menu options to 
compile and link it (separately or together). Compilation is 
regulated by a set of options which control such things as strict 
ANSI adherence, char is unsigned, generate compact code, in- 
clude pointer, index and assignment checking. Other options 
allow you to compile a file that is not in the editor (it is also 
possible to use the compiler as command line driven) - necessary 
for one of the demo programs due to insufficient memory on my 
520: to just check the syntax; or generate a cross reference. One 
point I found annoying was that the line number shown cm the 
dialog for errors includes lines read from the include files, thus 
the error which it says occurs on line 563 of your source file may 
actually be on line 47, so noting the line provides no help. It 
would be nice to see the first twenty errors remembered so that 
the compiler could take you from error to error for debugging. At 
first, I felt it was quite a slow compiler - 15 seconds to compile 
and 23 seconds to link a simple hello world' program which 
included stdlo.h. I compared it to Lattice C and the command 
line version (about equal), and it seems the environment has a 
slight handicap, probably due to memory overlays. The manual 
does not mention optimising the output at all. something which 
is becoming more standard nowadays. 

At about the time ] started to write this review, the December 
issue of PCW rnuguzine came out. It has an article by the BSI on 
ANSI standard compilers, and two short programs to test com- 
pliance. Pro C fails both! Obviously in any complex program, 
there will be some small bugs, and Prospero say that they will 
continue to tighten the compiler to the sjiecification, correcting 
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Completed - in triplicate 

FORTRAN, PASCAL AND NOW C 



For some two years Prospero have 
provided the complete programming 
solution to the Atari ST and GEM, 
provided you wished to program in Pascal 
or FORTRAN, and indeed a good many 
of you did* However it was always clear 
that a hole existed in the market for a top 
quality C compiler with full access to 
GEM and an easy touseenv ironment. We 
believe that we have filled that hole. 

Completed family. 

Choosing a programming language has 
aJways been a problem. Each language 
has its own strong points and you always 
seem to want those features not in the 
language you have. Therefore our three 
languages are fully interlintable, so you 
can get the best of each language in the 
same program. Better still the three 
products all look and feel the same so you 
always feel at home with each, 



Completely Standard. 

Another problem with programming has 
been that source code is not as portable as 
you may believe - not al I C ' s are the s ame . 
We have done our bit to lessen the 
problem by making all our compilers 
contain the standards so that if the text 
book says your compiler should do it then 
ours will. 

Completely Documented. 

There is not much point in having a 
powerful compiler and GEM library if 
you can't use it* so we provide very 
extensive documentation. For example 
each GEM function comes with a 
definition, explanation and an example. 
The C version of the manual contains 
1000+ pages and stretches to four 
volumes! 



Complete Package, 
We've mentioned the 'environment* but 
people who don't know Prospero might 
not appreciate the full extent of what we 
put in, so here goes: Compiler, Multi- 
window editor, super- fast linker, 
librarian, source level symbolic 
debugger, program cross-referencer, 
documentation, technical hotline support 
and example programs. For the really 
heavy duty programmers we have 
hardware floating-point libraries 
available as an extra. 

Complete programming solution. 

So we now claim to have the complete 
Atari ST programming solution in Pascal, 
FORTRAN and C, and it is all available 
now off the shelf. Pascal is £99.95, C and 
FORTRAN are £129.95 each. 



Pro spero Software 



^LANGUAGES FOR MICROCOMPUTER PROFESSIONALS 
190 CA5TELN AU, LONDON SW13 9DIL ENGLAND TEL 01-74 1 853 1 TELEX 88 143<* 



os discrepancies become known. If you find and report a bug you 
will receive a free upgrade when it is fixed. 

LINKING 

I he linker can be told to iink without floating point libraries, 
with the GEM libraries, or with a control file. The control file 
allows a program to be made up from more than one source file. 
It is oi this point that I want more from Pro C. Everything that it 
does, it does competently (it has never even bombed on me!), but 
I have been spoilt by the Macintosh and IBM PC world. Unlike 
integrated editor-compilers on those machines, Pro C has no 
intelligence. 1 am used to flipping between each of four or more 
source files, and when 1 feel ready, choosing compile and 
having it look and think J hmm r he's changed these two source 
files, so I had better re-compile them before linking'. This princi- 
ple ■ the MAKE principle - makes programming easy and fast as 
you cannot forget to compile a module. Because the system has a 
list (which it helped you build) of the source files, it knows what 
to tell the linker for you. Such an environment really does help 
and Pro C is not yet it - but is the next best thing. 

THE DEBUGGER I DREAMED OF! 

PROBE, the source level debugger, is something I dreamed of 
years ago, and at last it is possible on the ST. That said, it is by 
no means up to CODEVIEW on the IBM, but It has all the 
essentials. Once you compile your program, generating line 
numbers and a source listing, you may use PROBE to debug it. 
Debugging with PROBE can be initiated from the environment 
or from the desktop. When the program under test starts, you are 
shown the current line (from the listing file). You may then step 
through the program, tell it to execute a number of lines, or tell 
it to go until it gets to a line. This ability to stop when it gets to a 
line is very powerful as you may specify a range of lines in a 
particular file, or a variable changing. The latter may be subject 



to a condition, so you can let the program run until the variable 
'loop' gets to 998. Such capabilities allow debuggi ng to be much 
iaster, especially as multiple 'breakpoints' can be specified. You 
can also find out the function calls made to get to the current 
location, or view the route which the program took to gel here 
(i,e, the most recently executed lines). These answer the age old 
programmer's question but how did it get here?' More basic 
facilities include enabling screen swapping (so windows etc. can 
be maintained), on-line help, listing lines, profiling (so you can 
find out which parts are used most - very valuable). PROBE will 
also work with a machine code debugger if you need it. 
Another essential aspect of source level debugging is viewing 
variable contents in the appropriate form (i.e. as an integer or 
string, not just a string of hex digits). Vou can obtain displays of 
local and global variables (including strings) and change them 
too. If you don't have source level debugging you should buy this 
now. For six months I had been using CODEVIEW on the PC, 
then came to work on the ST - and couldn't remember how you 
debugged on the ST - true! Being able to watch your code execute 
will at least double your productivity. 

CONCLUSION 

Prospero C will in future be my compiler of choice on the Atari 
ST. It supplies what 1 need in a compiler - ANSI standard, an 
integrated environment and source level debugging. Rut there is 
still room for improvement. I have mentioned compilers on the 
Macintosh and IBM PC which take integration steps further, but 
Prospero C is a step in the right direction for the Atari, and is 
well placed to provide us with better yet - I shall pass on mv wish 
list! 



Prospero C cost a £129.95 and in available from Prospero Software ltd, 
190 Castetnau, London SW13 9DH, 01-741-8531 
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Remember all those Llama- 
soft adverts on the back of 
Paae 6 saying "Colourspace 
2 - Coming Soon"? Well ace 
programmer ]eff Minter fin- 
ally delivered it in the form 
of Trip-A-Tron, his most 
advanced light synthesiser 
yet. It turns your computer 

into an instrument for producing animated light and colour 
graphics displays, usually as an accompaniment to a piece of 
music. It "s not a 
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John 5 Davison looks at 
a year in one man's life 
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sound to light 
converter - YOU 
have to do the 
laying. 

Trip-A-Tron 

comes on two 
disks in a very 
smart yuppie- 
type Filofax style 
binder. The high 
quality illus- 
trated instruction 
manual runs to 
139 pages tind 

took |eff lunger to write than it did to code the whole of 
some of his early games! It's written in Jeff's usual zany 
style, making learning the program's features a pleasure 
instead of the chore it could easily have been. 

The program comes with pre-eonfigured auto-loading 
demo files, so after just a few seconds familiarisation you 
can be viewing ti breathlakingly beautiful kinetic light- 
show of your own making. You'll produce pleasing results 
too, as it's virtually impossible to play the visual equiva- 
lent of a 'bum note'. In fact, ease of use was a mujor 
design aim, implemented mainly through a series of 
menus and control screens the like of which you've never 
seen before. They're liberally sprinkled with humour, and 
usually involve llamas, sheep, or camels somewhere in the 
design. 

There's enough demo material supplied to keep you going for 
a long, long time as virtually the whole keyboard has been 
mapped with many 
colour palette, pattern 
decay, pattern expand, 
symmetry change, star- 
field, strobe, and laser 
effects. 

The demos and presets 
are only a starting 
point though, You have 
access to all Trip-A- 
Tron's control func- 
tions, allowing you to 
customise the whol 
thing for your own pur- 
poses. For instance 
there's the Colour Cooker for building customised colour palettes, 
colour rotation ranges, and smooth colourflows from any colour 
to any other. There's the "Sillyscope" for customising simulated 
laser dot and line displays by choosing driver waveforms and 
other parameters. You can even create 
your own waveforms using the waveform 
and oscillator editor. You can also edit 
your own decay, expander, and line pat- 
terns for plotting on screen in response to 
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mouse movement. 

All of the above can be 
done on any ST, but cer- 
tain other facilities require 
a minimum of 1024K 
memory. In this category 
are the starfiekl editor, 
video sequencer, and event 
sequencer. As you'd ex- 
pect, the starfield editor allows you to create your own animated 
slurfield effects. The two sequencers are probably the most power- 

ful features of the program. The video sequencer allows you 

to load multiple NeoChrome, Degas, or RLE (Run Length 
Encoded) pictures into a framestore and then manipulate 
them in many ways. Functions available include rotation in 
three dimensions, reflections, scrolling, resizing, replication, 
pixelisation, filtering, texturing, and frame sequence display 
to f produce picture animation. All this eats memory, so the 
bigger your ST the better. There's room for only 16 frames 
in a 1040ST, which is a bit limiting, but you can get 1 10 
or more in a Mega ST4. 
The event sequencer is a method off recording lightsynth 
events in real time on up to eight independent tracks. You 
can then play them back so they automatically trigger at 
the right time, allowing you to concentrate on other aspects 
of a performance. It's similar in concept to sequencers used 
with sound synthesisers. Events include such things as strobe 

effects, symmetry 
changes, and ani- 
molion sequences. 

Trip-A-Tron even 
has its own built- 
in programming 
language. This is 
KML (Camel - get 
it?) or Key Macro 
Language. It 
allows you to write 
programs to con- 
trol and execute 
Trlp-A-Tron's mul- 
titude of facilities and assign them to triggering keys on the Si's 
keyboard. You can have up to 128 programs resident at any time 
and up to EIGHT running in parallel. KML can read 
MIDI data from a music keyboard too, which opens 
up some extremely interesting possibilities! 
All the customised elements you create may be saved 
out to disk for later use. There are twelve different file 
types for this, so file handling tan be quite complex. 
To simplify it there's a good file access menu and a 
macro-loading system for handling groups of related 
files. 

leff Minter has dedicatee! a year of his life to creating 
Trip-A-Tron, It s a massive investment of time and 
energy, and it shows in the high quality and versatile 
nature of the final product. Although the program 
has been reviewed before none of the reviews have 
really explored the depths of Trip u Tron hut trial's 
not really surprising. How can you condense into a few hundred 
words something that has taken this about of time and dedica- 
tion to produce? This time is reflected in the relatively high price, 
but Colourspace owners can get a £10,00 discount by returning 

their Colourspace disk direct to Llama- 
soft. Trip-A-Tron is a mugnificent piece 
of software, taking the ST into new 
realms of creative possibilities. Buy it 
ience them vourself. 



AS EASY AS ABC 

With so little educational software on offer 
a new series from softstuff looks promising 

so John S Davidson takes a look to see 
if this might be the start of something good 



There's always been a shortage of educa- 
tional programs on Atari computers, so 1 
was very pleased to see this new ST release 
from Softstuff, a new software company 
aiming to specialise in educational 
packages. 

Producing a successful educa- 
tional program , particularly )i 
it's aimed at young children, is 
not as easy as you'd think. 
Amongst other things the prog- 
ram has to he friendly and easy 
to use by its intended audience, 
it must he able to capture and 
hold the child's interest, be fle- 
xible enough to cope with diffe- 
rent skill levels and reinforce 
(not conflict with) other means 
of learning, particularly school 
work. And, lest we should 
forget, it should also teach 
something worth learning! 

Spell Book tries hard to meet 
these criteria. It's a simple read- 
ing and spelling game' aimed at children 
in the 4-6 year old age group. It's based on 
the idea of displaying a picture of u famil- 
iar object and inviting the child to spell 
out what it represents. A correct answer 
results in one of several children's songs 
being played plus a number of points 
awarded depending on how many 
attempts were taken to get it right. 

The first thing a child notices about a 
program is its presentation Robin Kimber- 
ley r Spell Book's programmer, has ensured 
the program's displays use big, bold letter- 
ing and bright, attractive colours. The 
graphic work (produced by artist Stephen 
Taylor) is clear and uncomplicated, and 
the youngsters should have no problem in 
correctly Identifying the required words 
from the pictures. My only gripe about 
presentation cornerus tin- sound nl liie 
program rather than its looks. Title screen 
music and musical rewards use only one 
sound channel, and the result is excruciat- 
ing! On first hearing even my seven year 
old son Peter remarked how awful it 
sounded. 

One of the biggest problems with educa- 
tional programs is their use of the 



keyboard. Young children are initially 
taught to read and write only lower case 
letters, so giving them a keyboard marked 
in upper case often results in instant con- 
fusion. Softstuff have tried to ovoid this bv 




using only the mouse. This is an excellent 
idea, but only if Lt can be done easily by 
the youngest children at whom the prog- 
ram is aimed. Unfortunately, Softstuft 
have managed to make the mouse opera- 
tion more complex than it could be. To 
spell a word you pick up letters one by one 
from the alphabet grid at the bottom of 
the screen and place them in the spaces 
provided under the picture but you have to 
click the LEFT mouse button to pick up 
letters, and the RIGHT button to put them 
in place. If the letter isn't precisely aligned 
with its space you can't put it down, and 
if you accidentally pick up the wrong letter 
you can't put it back and choose another. 
Vou have to position it in the word you're 
building and then click on a backspace 
icon to erase it. This all seems ruther com- 
plex for a four year old child to handle. 
Another grumble is that there are only 26 



SPELL BOOK 



£19.95 



words to spell - one for each letter of the 
alphabet. This seems rather miserly for a 
program costing almost £20. Softstuff say 
they'll be releasing extra word disks at 
£9.95 each, but this could make the whole 
exercise very expensive. Also, 
the choice of some words strikes 
me as a little odd. Most are OK, 
being words of three and four 
letters like ANT, EGG, and 
FROG, but for the letter 'O j the 
word is OCTOPUS. On the other 
hand, I guess even a four year 
old likes the occasional chal- 
lenge! 

The program handles three 
skill levels - not by using easier 
words at lower levels, but by 
giving extra attempts at getting 
a word right and supplying 
visual clues as to which letter* 
are wrong in the event of mis- 
takes being made. If the two 
player option Is used both play- 
ers have to use the some skill level, which 
is a pity. 

The total words spelled correctly and in- 
correctly are shown to each player at the 
end of the game. These numbers are then 
presented as a simple piece of arithmetic 
showing number right minus number 
wrong. It's possible for this to produce a 
negative answer, in which case the prog- 
ram displays 'More Wrong Than Right'. A 
score is also displayed, calculated from the 
number of words spelled correctly with de- 
ductions for mistakes, Also by way of re- 
view, all the words the child has attempted 
are displayed in sequence, first the ones 
correctly spelled then the incorrect ones. 

I hate to say it, but Spell Book was a 
disappointment. It has enough rough 
edges to put me off buying it, and with its 
limited vocabulary of only 26 words it 
doesn't seem good value for money. With 
a bit more polish and an expanded voca- 
bulary the story could be different. Soft- 
stuff have obviously tried hard to produce 
a good quality product for this difficult 
area of the market, and we should ap- 
plauded them for doing so. I look forward 
to seeing their future releases * 
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It is quite rare nowadays lor a program to come along that is 
truly unique. Almost every program is a variation on an estab- 
lished theme, another word processor, another database, another 
art package or yet another game so when something totally new 
comes along it becomes quite exciting. In this case the program 
is Autoroute, which has been around a while on the PC s but 
now makes its way to the ST. Autoroute is just what the name 
implies, a route finding program for the whole of mainland 
Britain based on over 67,000 miles of Ordnance Survey mapped 
roads. With Autoroute you need never look at a road map again 
and what''! more it will also tell you how long your journey is 
going to take. 

FORGET THE MAP 

In the time it will take you to walk out to the car for the map, 
you will have Autoroute up and running. The program Is very 
easy to use, no map reading skills are involved and you don't 
even have to be able to spell because the program will give you a 
choice of places for names it doesn't recognise! 
Initial choices for set up are the choice of miles or kilometres, 
speed, road preferences and choice of routes. All these are simple 
drop down menus with the speed as a predefined selection of 
2Cv, Normal, Rush Hour, GTi or HGV. These speeds are all fairly 
realistic and conform to the speed limits but you can change 
them if you wish and save your settings for future use. The route 
selection allows you the choice of - A Stlection, Shortest, Quickest 
or Most Economic and whilst these are convenient headings they 
do throw up one or two anomalies such as the Quickest ' route 
sometimes taking longer than the 'Shortest'! The routes really 
tiqunid on your selection of road preferences a'nd the 'Quickest' 
is really the optimum route using your preferred choice of road. 
Road preferences are made by using slider bars to indicate your 
like or dis I ike of certain roads such as Motorways, A roads and B 
roads. Vou can also indicate if you like or dislike changing roads, 
Whilst this certainly works in determining the routes chosen, the 
slider bars don't really give much indication of how the route 
will be affected unless they are right over to the 'Like' or 'Dislike' 
markers and this is probably the weakest part ot the program. 
The journey details allow you to avoid certain locations but this 
is not quite os flexible as it could be. 

LET'S GET MOTORING 

The best way to test the program is to enter a familiar journey 
and so 1 dropped down the Journey Details menu and entered 
Stafford as a starting point and fiadleigh as the destination. That 
will calch it, I thought, as most people know Hadleigh as being 
in Suffolk but up popped a selection box asking me to choose 
between Hadleigh, Essex and Hadleigh, Suffolk! Nice going, but 
you do need to be careful as entering Hadleigh to Southend (a 
distance of 5 miles) gives you a route of 600 miles! What? Did 
you know there was also a Southend on the South West coast of 
Scotland? 

After a minute or so of calculating the routes started popping up 
as a sliding bar gave an indication of the progress of the 
searches. Quickest Route 171 miles in 2 hours 17 minutes, 
Shortest Route 167 miles in 2 hours 44 minutes and so on. Four 
routes in all were given before it was time to Exit and select 
whether to view the map or the route as text. Clicking on Route 
Map shows a map of the whole route with all the selected routes 
shown and the main route highlighted by a flashing line. On a 
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Is there such a thing as a 
unique program nowadays? 
Les Ellingham travels the 
length and breadth of the 
UK to find one! 



colour system this alternates between blue and red and is slightly 
harder to pick out than on a mono system. At this stage certain 
keys or the mouse may be used to enhance the mcip. 
Selector boxes allow more or less detail to be shown whilst keys 
ullow, among other things, auto- naming of locations to be 
switched on or off, route Hashing to be toggled or the route map 
to be printed out on an Epson compatible printer. More and 
more detail can be added to the map to an impressive extent but 
with autonaming the whole lot rapidly becomes unreadable. The 
solution is lo turn autonaming off and select each location with 
the mouse, place and mud names can be switched on or off at 
will. Any point on the map can be chosen with the mouse and 
zoomed In upon, again to an impressive extent, right up to 
something like 2" to the mile! 

So how did my Stafford to Hadleigh route fare? Quite impress- 
ive, it picked out exactly the route I always take and a time that 
was very close to the normal. One of the other routes given was 
the route 1 used lo take before the M25 opened and there were 
also a couple of minor variations that I had not thought off 
before, must try them! 

VARYING THE ROUTE 

When entering the journey Details you are allowed to indicate 
that the journey should go via up to four different points with 
provision for stopping time at each and you can also indicate 
that you wish to avoid certain places. If for instance you normal* 
ly have a set journey bat hear on the news that junction 17 on 
the Ml is closed you can simply enter your route as avoiding 
junction 17 and in the time it would take you just to find 
| unction 17 on a conventional map, a new route will have been 
worked out! One thing that does not work too well here is that 
you can't indicate that you want Lo avoid the Ml entirely, this 
can only be done with the slider bars mentioned earlier which 
causes problems if you want lo avoid the M1 but join the M6 
later. Journey Details doesn't let you avoidthe whole of the Ml 
and the slider bar will normally select a route avoiding all 
motorways, 

lourneys via certain places works very well however and r by 
using the sliu r Kns and recalculating the route an amazing 
variety of routes can be selected. The route timing is excellent, 
assuming no hold ups and will give you a very good estimation 
of your joumey time given a setting off rime or, better still, you 
can indicate what time you wish to arrive and the program will 
indicate what time you should set off! 

GOING ON HOLIDAY 

Working out routes from one point to another is quite straight- 
forward but what about working out a touring holiday? Let's 
take as an example a day trip around North Wales starting from 

continued on fiage 63 
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i. The overall route chosen from Stafford to Hadleigh, in this 
case mostly dawn the Motorway. By using the slider bars on 
another menu we could have avoided the Motorway and selected 
a route on A roads or even on B roads, in the latter case the 
journey extends to over 300 miles and takes W hours! 
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3. The print out on screen of our selected route. Any of the routes 
selected can he printed out in full A4 size on any printer. The 
maps can also he printed out but an Epson or Epson compatible 
is required 




J. The holiday route described in the text showing a central route 
through Snowdonia or a more Northerly route close to the coast. 
This route was calculated using the standard settings hut an 
alternative route could have been found using more B roads. 



HAVE A NICE DAY OUT! 



AUTOROUTE 




2. Not a very practical exercise in route finding but included to 
show the level of detail available, ihis is the same route as above 
with added detail. Any of the roads or locations can be clicked 
upon to be identified. If you zoom in on particular locations the 
level of detail stays the same but with the map at a larger scale it 
becomes easily readable. 




4. The start of our holiday route. A circular route can be selected 
by giving the same starting point and destination but he sure to 
give a reasonable choice of places to go via, otherwise you just 
end up with a route that is the same there and back. Note that 
stopping limes can he given for each location. If you wanted to 
visit more places it would be necessary to split the route into 
several sections. 




6. If you require more detail on any section of the route, you can 
simply loom in on any chosen location. The detail is obviously 
not as great as would he obtained from a conventional map but 
is nonetheless quite adequate for motoring. Notice that the usual 
GFM slide bars can be used to study adjacent areas. 
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Sweeney's "KtnS'SGO'K 



BLOOD BUGS BAFFLE BRITAIN'S BRAINS 

Seen Captain Blood on the ST? Great, isn't it? Played it? Pretty 
good, eh> Finished it? NO!? You didn't give up, did you? You did? 
Shame on you - well, no, to be honest, actually it is not 
surprising at all - if you DID manage to finish it it would have 
been a Captain Bloody miracle: the UK ST version of Captain 
Blood has a number or significant bugs which make it COM- 
PLETELY insoluble] 

But never fear, Sweeney's notebook is here to help you. All you 
need is a little bit of information and you can bypass the bugs 
and finish the game (and the last screen is worth seeing - makes 
your hand start shaking again even though you've defeated all 
your clones!). All is revealed below - but don't worry - no clues to 
spoil your enjoyment, just necessary data! 

Your informant is lying when he says that the third Robhead planet is 
38. What he really meant to say was 389! 

Howdy Prison and Insult 4 both claim their planet is called INSULT 
80 - one of them is lying. What he meant to say was that his planet is 
called BAD TRAP! 

If Good-Looking Stranger (the Buggol on Rosko 2) gives you a set of 
co-ordinates preceded by an "=" then you may not be able to use them 



can give you the correct co-ordinates, Unfortunately, a further bug 
means that if Good-Looking Stranger i.s Ihe I SRSi alien you meet 
when you start the game r then Great Bounty (the Migrax) may 
disappear before he can give you vital information leading you to that 
other character. So, if Good-looking Stranger is your first encounter 
you should restart the game. 

After you have completed a task for the Sinox on planet 128 he will 
tell you that he will give you some information. Unfortunately there is 
one combination of circumstances under which he fails to do so. If you 
hit this then go and think of something to do with or say to Yoko, then 
come back to the Sinox. 

Occasionally you wilt be given co-ordinates for planets which appear 
uninhabited - this appears to be due to a time warp caused by the fact 
that you haven't done something yet that they assumed you would 
have done. What you need to do is pryh bmr. (I added 3 to each letter 
sq as not to spoil the fun for those who don t want dues!) 

So off you go and finish it now! 

ME GOOD-LOOKING GAME5PLAYER 
PLANET ME = NOTTINGHAM 
ME HELP YOU 

YOU NOT LIKE ME ME DESTROY PLANET 
YOU 



New Year Superdeals! 





AATARF 520STFM 
Super Pack 

£359.00 

Including VAT and NEXT DAY DELIVERY! 

Atari 520STFM Super Pack incfudGs: 

if Built-in TV modulator allowing you to use the 
520STFM with your domestic TV set. 

it Built-in 1 megabyte disc drive for fast loading 
and saving of programs. 

ir £450 worth of free games software including 
MARBLE MADNESS, TEST DRIVE. ARKAN01D 
2, BUGGY BOY, WIZBALL and 16 more, 

* ORGANISER Business Software worth £50. 

* FREE JOYSTICK! 

if And to enable you to have your ST running 
within minutes, a free fitted power plugl 

ALSO AVAILABLE WITH JUST ONE FREE GAME £279 

CREDIT CARD ORDERLINE: 





^icommodope 

AMIGA A500 

£389.00 

Including VAT and NEXT DAY DELIVERY! 

Amiga Pack includes: 

it Built-in 1 megabyte disc drive for fast loading 

and saving of programs. 
if FREE TV modulator worth £24.99 enabling you 

to use the AMIGA with your domestic TV set. 
if FREE Game Software worth £230 including 

BUGGY BOY, MERCENARY, WIZBALL and 

seven more games. 
if FREE PHOTON PAINT graphics package worth 

£69.95. 

it And to enable you to unpack and use your 
AMIGA straight away, a free fitted power plugl 
ALSO AVAILABLE WITHOUT FREE GAMES £369.00 

0908 663708 9am-8pm 



To order: telephone the credit card orderline above with your ACCESS or VISA number 
OR make Cheque or P.O. payable to Digicom Computer Services Ltd and send your order to: 




F ttH rtnjt ff!At*n nut 
SSftWait arSiMrir St 



DIGICOM 

1 70 Bradwell Common Boulevard, MILTON KEYNES MK13 8BG 
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SOFTWARE 
EXPRESS 



FOR 
ATARI 
(021) 643 9100 



ATARI 



DUNGEON MASTER EDITOR ST 




£9.95 

(Disk & Book P&P£1.QQ) 



Bashing your bead characters against a dungeon wall? 
At last the answer is here to all those frustrating late nights! 

The Dungeon Master Editor 

1rom Soft&x 
Create shortcuts, new passages etc. 
Open doors without keys! 
Remove secret doors! 
Print out maps of all fourteen levels! 

As reviewed in ST Action (December 1988) 

Also includes the revised "Way of the Firestaff" with the "List of 
Spells", Character Attribute Chart, even more hints and tips and a 
brand new set Of maps (Amiga version soon) 

THE NUMBER ONE HIT AT THE ATARI USER SHOW. 



SOFTWARE EXPRESS 
212 - 213 BROAD ST 
BIRMINGHAM B15 2JP 
TEL: (021) 643 9100 



SOFTWARE EXPRESS 
9 EXETER ST. (THE VIADUCT) 
PLYMOUTH, DEVON PL4 9AQ 

TEL: (0752) 265276 



AUTO ROUTE continued 

home (Stafford again!), If you know which plates you wish to 
visit then they can be typed straight into the [ourney Details, or 
you can check a conventional map for in le resting places but you 
can let Autoroute do almost all of the work for you. 

First thing to do is work out a simple route from your starting 
point to the furthest point you are likely to visit and this will 
produce a map of the whole area you will visit. Clicking on 
different parts of the map will show you all of the place names 
and you can always zoom in for more detail. Any one route can 
only go vio four different places so if you want visit more than 
that the route will need to be split into two or more sections, So, 
let's pick a few points. Bangor over on the coast to have a look at 
the seaside, stay there about an hour, then down to Criccieth for 
perhups a quick visit to Portmerion. Allow another hour for that 
then on to Devil's Bridge for half on hour before returning home 
via Shrewsbury, Looks okay for a day, so let's set off at 8 o'clock 
and see how it goes, A couple of minutes calculation gives us 
four routes to choose from and a time of just over 9 hours, 
should be back in time for tea! Study the mop for a few minutes, 
choose your route, print it out and off to the car! 

The beauty of it is that you don 't need a map in the car and 
whoever is navigating does not need any map reading skills at 
all - that could save a few arguments! The route is neatly printed 
out with details of all roads, the distance before turning off onto 
another road, the compass headings and the places to look out 
for on road signs. If you keep a eye on the milometer even the 
kids could tell you the entire route! 

MORE THAN JUST A PROGRAM 

Autoroute is great fun just to play with, particularly if you have 
any interest in maps or travel but it is far more than just another 
program to play with. If you travel on business, you could find it 
an invaluable time saver and with a little practice you need 
never again be late for an appointment. You can plan new day 
trips, go to familiar places by routes you have never thought of 



or plan a whole weeks touring holiday with customised routes 
available day by day, In short whenever you need to look at a 
map before getting into the car a couple of minutes with Auto- 
route will save you a great deal of time and and will certainly 
make your journey easier. 

After you have used Autoroute a few times you do begin to 
wonder 'is that it?' because there are few frills or extras, it does 
what it supposed to do quickly and simply taut isn't that exoctly 
what a good computer program should do? The 'fancy' bits on 
other programs lose their appeal after a short time but Autoroute 
will last as long as you keep driving and few other programs will 
have that sort of life! 

GO ON, BUY IT! 

Autoroute is a cracking program for anyone who travels at any 
time taut here's the rub - the price is £149.50. Seems a lot hut the 
program will probably appeal mostly to business users who are 
used to paying that kind of money and it will probably not sell 
in vast numbers. There is also the fact that the maps are based 
on Crown Copyright Ordnance Survey material and the rights to 
use that do not come cheap. Any business user can easily justify 
the expense taut for personal use? Well, you would probably pay 
a similar price for a couple of applications or half a dozen games 
and you will certainly get as much use from Autoroute as you 
would from a word processor or DTP package. Autoroute will run 
on any ST but the route finding will slow down considerably on a 
520 due to the fact thut there is insufficient memory to hold all 
the routes. The penalty is lots of disk swapping but even that will 
probably be quicker than working out your route from a map. 
Give it a go, it's not every day that a truly unique piece of 
software comes along! 

Autoroute costs £149.50 and is available from Next Base, Vnit 18, 
Central Trading Estate, Staines, Middx, TW18 4XE. Telephone 0784 
60077 , 
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CHRONO QUEST 

Psygnosis 
£29. 95 



Reviewed by 
Damon Howarth 



This is an adventure game in ihe style of 
The Uninvited and Deja Vu in so far as it 
is controlled by icons. It would appear to 
be Psygnosis' first foray into the adventure 
field and is presented with their normal 
colourful flair. 

The colour picture on the box sleeve is 
essential for the copy protection scheme, 
since it is through this and a see through 
grid that the predominant colour has to 
clicked in to ensure the game will start. 
While this sounds simple there can be 
problems and on one loading it took me 
ten tries to discern the dominant colour of 
some of the multi-coloured squares, if you 
happen to be colour blind you can forget 
Chrono Quest altogether' Once I finall got 
the program to run though it was well 
worth ihe effort as the artwork of the game 
is set to rival the best of Magnetic Strolls 
and it is also functional! 
The task thai is set is to clear your name 




of the murder of your father by finding the 
evil servant who has done the dirty deed. 
The story starts in a French chateau where 
the adventurer needs to discover the pun- 
chcards that operate the time machine. 
This Is where the story becomes novel as 
there is a great deal of H. G. Wells type 
Victoriana to cope with while coming 
across many strange items. There is a strict 
order of visitation to the time zones and 
should that be done wrongly then the 
quest will fail. 

The control system is very friendly with 
some user iokes (look in the secret room of 
the chateau!) and even allows users with 
more than one drive to direct the drive 
select for the other 3 data disks. I found 
that the whole effect lent itself to the 
period the adventure was set in and the 
game was not too difficult to get in to. 



There are the odd spelling mistakes and 
sometimes the objects that are placed do 
not always go where they are aimed at, 
The program is somewhat forgiving of this 
and therefore acts to the spirit of the move 
as opposed to the actuality. Having said 
that and commending Psygnosis on their 
expertise I still feel that this style of adven- 
ture limits the user to the icon commands 
and if the handbook is to be believed then 
ST users do not need or have as many 
command options as their Amiga cousins. 
In conclusion Chrono quest has a good 
plot with a workable control system, effec- 
tive artwork and better than average 
game-play. I quite happily recommend it 
to most adventurers of some experience, 
even to the text only purists who could 
well find it a refreshing change and a 
definite relief from Princess hunting! 



THE GRAIL 

Microdeal/MichTron 

£19.95 





Reviewed by 
John Sweeney 



The Grail is a graphic adventure which 
uses the mouse for all its input. Its a sort of 
cross between a comic strip and a fighting 
fantasy' style game. The full screen 
graphics show the scenery, including you, 
a powerful wizard, and the characters you 
meet. The graphics are excellent, fantasy- 
style hand-drawings. By pointing at the 
characters you get their dialogue displayed 
on the screen, just like the word ballons in 
a comic. (In fact you very occasionally 
have to point at an object, but the instruc- 
tions don't bother to mention that!) If part 
of the dialogue turns black when you 
point at it, then you can choose to click on 
it in order to move on through the story. 
Sometimes there will be multiple sections 
of black dialogue - then you have to make 
a choice - just like all those adventure 

books tilling the shops thrse days! 

Your objective is to find the Grail in order 



to cure all the locals of the dreaded 
'mutant disease'. If you make the right 
choices (and most of them are fairly 
obvious if you read the back of the box 
where it says "the Grail can only be 
approached by a pure soul" I) r wander 
around long enough to meet all the local 
denizens (which takes an EXCESSIVELY 
long time since the picture loads take 10 to 
25 seconds every time you move!), and do 
a small amount of mapping, then you will 
probably finish the whole thing in three or 
four hours. On a 1Mb machine you can 
create a 384 K RAM disk and copy disk 2 
into it - this speeds responses up to 6 to 8 
seconds and you will probably finish a lot 
quicker! 

Make sure you turn the volume up to get 
the odd sound effec t, and read all the little 



asides from your companion - a gruesome 
fellow given to dropping such gems as 
'Did you see that half -decomposed beggar 
crawling on the floor"! 
Watch out for the Save/Restore routines: 1 
met a new character, did a Save (Place- 
marker), and he disappeared! I tried a few 
Restores (Find Placemarker) and he reap- 
peared about 1 in 3 times! 
There are too few choices, no real puz2les, 
and not a lot to do really. Shame, because 
the pictures are good and SO is the concept. 
The whole thing seems more in the nature 
of a sampler than a full price game. If it 
was quarter the price then I could thor- 
oughly recommend it for the 1040. How 
can Microdeal publish something Like this 
at the same price as such excellent value 
games as their Tanglewood? 
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£24.95 




Reviewed by 
John Davison jnr 

Lombard RAC Rally from Red Rat/Man- 
darin Software is q realistic simulator of 
the world famous motor rally. The car in 
which you must partake this gruelling test 
is q 300bhp Ford Group A Sierra Cosworth 

You must complete the five qualifying 
stages, down winding roads and mud 
tracks, through forests and over mountain 
ranges (although I wasn't aware there are 
a vast number of snow capped mountains 
near Telford, which is where some of the 
action is based!). As well as these hazards 
you must navigate your way at night or 
through thick fog. If you manage to finish 
a section within a qualifying time you are 
awarded a cash prize which can be kept or 
used to put towards the workshop repairs 
of any damage your car suffers. 

Upon loading the game, you are greeted 
after a fairly ordinary loading picture, by 
u menu giving you the options to race a 
full rally, to compete in any one of the five 



stages {each comprising of three sections), 
to repair any damage which has been 
inflicted upon your car (provided you have 
enough money) or to participate in a T V. 
interview to gain extra money. This 'inter- 
view' is in fact a quiz where you have 
answer certain questions related to the 
rally in order to win the money. You ai ? 
awarded c ash for each correct answer and 
you lose money for each wrong answer. 
Once actually racing, the view which you 
have of the rally is from inside the car 
behind the drivers left shoulder. The screen 
is about two thirds filled by the view of the 
dashboard with the remaining third being 
the three dimensional outside view of the 
road and the scenery. The instruments on 
the dashboard all work and are in the 
positions which you would expect to find 
them. The outside view is well drawn and 
animated smoothly with many varying 



objects by the roadside ranging from sign- be recommended. 



posts to trees and bollards. Also, very occa- 
sionally you may meet other cars on the 
track and these too are well drawn to the 
point of being recognizable makes and 
models. The most impressive piece of ani- 
mation within the game however has to 
be the driver. Each time you move the 
steering wheel or change gear his arms 
move incredibly smoothly and realistical- 
ly. Considering their relatively large size 
and the ST's lack of a blitter this move- 
ment is most impressive, particularly when 
he reaches across to the gear lever to 
change gear. 

The sound in the game is fairly dull and 
uninteresting apart from the digitised 
speech at the beginning of each section 
which is considerably more impressive 
than Red Rat's last effort on 'Screaming 
Wings'! 

The game is very easy to control and is 
easily as playable as any other driving 
game. Overall 1 enjoyed Lombard RAC 
rally as it is a simulator which is not spoilt 
by going 'over the top' in a way which 
makes it too complicated to pluy. The 
comprehensive manual not only tells you 
how to play the game but also gives a 
history of the rally. Mandarin claim thui 
the gome was written with the help of 
RAC drivers to guarantee its authenticity , 
and it shows in the game's realism. Over- 
all a very good game which can certainly 




Reviewed by 
John Davison jr 



An Embassy has been overrun by a group 
of terrorists, and your job as the Head of 
the Terrorist Intervention Combat Team is 
firstly to place your crack marksmen in 
nearby buildings and then position your 
team of specialist paratroopers on the roof 
of the Embassy. After descending the side 
of the building by rope, protected by the 
marksmen, these paratroopers must infil- 
trate the building and search for the hos- 
tages and their captors. 

The game loads with a most impressive 
animated sequence as the terrorists arrive 
in their car. The sequence is accompanied 
by some very good sampled sound effects. 
The game then moves onto the first section 
where you must move your men along the 
dark alleyways avoiding the terrorists' 
sweeping searchlights and gunfire. If you 
manage to position any of the three men 




in their places you are then given control 
of the paratroopers as they abseil down 
the side of the Embassy and in through the 
windows. Once inside you move your men 
around in search of terrorists and hostages 
by guiding them from room to room with 
the aid of a map. 

The whole game at first seems very im- 
pressive, and as you begin to play the first 
section it appears to be very exciting with 
its eerie sampled drum beat and durk 
atmospheric graphics, however after muny 
repeated attempts to actually get any- 
where with the game the novelty begins to 
wear off and it becomes tedious when you 
have to repeat whole sections. Despite this 
the game is fairly easy to get to grips with 
in the way of control, although some 
actions seem fairly clumsy at first. 



In appearance the game fits into the style 
which Infogrames seem to have developed 
for themselves and is very reminiscent of 
other French games. The graphics are well 
drawn and suit the game very well, and 
the sound effects and music are extremely 
good, being in most cases sampled and of 
a very high quality. However in my opin- 
ion the level of piayability could be much 
higher as the game seems to depend more 
on its striking graphics and sound rather 
than rivetting gameplay. 

My initial impressions of 'Hostages' led 
me to believe it wus a game of very high 
quality, however after playing it for some 
considerable time I had to conclude thai 
there is a certain element missing, that 
being piayability. Without this factor the 
game is unlikely to have lasting appeal. 
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Electronic A 
E24.95 



Reviewed by 
Damon Howarth 

The roar of engines and the flash of 
scrolling racetracks have left an indelible 
print on my mind. Powerdrome has all the 
intense excitement of the race track and 
many of the problems of a flight simula- 
tor. My first sight of this game was as a 
demo on a free disk attached to another 
magazine and on that it looked fairly 
ordinary and hardly worth a second look- 
Thus 1 was somewhat sceptical when 1 
booted up the real thing but If any of the 
readers of this magazine shared the same 
misgivings then I am delighted to say that 
the finished product is a revelation. The 
care in production and explanation that 
accompanies the game and the learning 
modes that are possible for those who do 
possess Dan Dare reflexes or Mike Mer- 
cury's driving skills make the whole affair 
more than playable. The game is based on 
the new futuristic sport of flying high 
speed Typhoon aircraft around enclosed 
circuits in order to win the supreme 



It *w W\ 



championship. 

Normally I do no1 find cither Grand Prix 
type games or Flight Simulators entirely to 
my taste but something in the multi grade 
structure of this software tickled my adren 
al glands and left me playing late into the 
night. The controls are simple although 
they need practice to master {I still have 
nightmares with altitude control) and the 
machine plays hard in the races but there 
is a definite challenge to experience here. 
Even in becoming accustomed to the 
various tracks of the series a variety is 
apparent, with different settings for spoil- 
ers and shockers, handling tweeks for fast 
or bendy tracks, all necessary to win races. 
Each of the sections has been designed 
with care in an attempt to offer the best 
atmospheric feeling for that mode The 
pits with then automatic replacement 
modes and the tuning that is possible and 
the lap timers that let you decide on your 




optimum speeds and then to decide if that 
is enough to race, all keep the player in a 
hot seat of excitement and feeling strongly 
involved. There are even necessary options 
to tune the aircraft for different environ- 
ments such as Methane or rain filters to 
ensure the engines keep turning. Damage 
reports and leaderboard positions show on 
the clear cockpit computer. 
There is even a two player mode which 
involves the linking of two STs together to 
allow head to head simulation racing. In 
this mode only two ships race but the 
competition is then produced by another 
error prone devious human rather than a 
pre-programmed chip. 
All in all this is a good quality program 
that is well worth the time to get into. 
Only play if you are prepared to devote 
some time to it and if you are not one of 
the fly-and-shoot brigade. [ feel it is one oi 
the best ST games 1 have seen recently. 



Cobra Soft/ 
Infogrames 
£19.95 



Reviewed by 
John Davison jr 

Action Service is a 'Commando School 
Simulation' in which you take youT trainee 
through a gruelling test of skill and ability. 
The game has five different modes, tour of 
which are sections of the game and the 
fifth is a construction set where you can 
build your own courses. The four game 
modes are Physical' where you must nego- 
tiate as quickly as possible many different 
obstacles without tripping over, Risk' 
where you have to show your skill in 
handling grenades and bombs whilst 
avoiding mines and rifle fire 'Combat' 
where you must battle it out with guards 
either using hand to hand fighting or your 
gun which is filled with rubber bullets, and 
lastly there is the Combination' route 
which is a mixture of the three previous 
tests in one long outing. 




The game itself is basically of the horizon- 
tally scrolling variety where you must con- 
trol your soldier through various actions 
such as jumping over walls, crawling 
under fences and so forth. The screen itself 
is designed to look like the control centre 
of the training school. There is a video 
system displayed at the bottom of the 
screen with which you can control the 
action replay' facility which the game 
offers. Here you tan record your military 
exploits and then play them back to 
analyse where you went wrong. Your view 
of the proceedings outside of this control 
room is made to look like a large video 
wall' which makes up the large picture 
using a number of smaller 'screens'. This 
effect does little for the game itself and 
makes the playing area look very clut- 
tered. The control panel at the bottom of 



the screen also allows you to do other tasks 
within the game such as view high score 
tables or load and view saved 'replays' 
and score tables. 

The graphics in Action Service" did not 
impress me at all. They look dated In their 
style and various objects and characters on 
the screen tend to become blurred in some 
instances. The scrolling is relatively 
smooth although with the rather odd 
screen layout it is quite difficult to tell, 
Sound on the other hand is superb with 
some very good quality speech samples 
and u dramatic tune using digitised voices 
on the title screen, 

I was not terribly keen on Action Service' 
and it is not the type of game which 
makes me constantly want to play it. 
However it may appeal to some people so 1 
advise that you try it out before buying 
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£24.95 



Reviewed by 
John S Davison 




A few years bock Mickey Moose appeared 
on the 8-bit machines in 'Mickey in The 
Great Outdoors', now he's made it onto 
the ST, Here he has to retrieve Merlin's 
magic wand, recently stolen by the Ogre 
King and four witches. It's been broken 
into four pieces and hidden in the towers 
of Disney Castle, each piece guarded by a 
witch and hordes of rather unfriendly 
monsters, ghosts, and ogres. TheNe can be 
killed off either by a squirt of enchanted 
water supplied by Merlin or by a swift bop 
or two with a rubber mallet, would you 
believe! So, armed with a mallet and a 
waterpistol full of enchanted water Mickey 
enters the castle to retrieve the wand. 

Using the joystick, you control Mickey's 
progress through the castle. The towers are 
progressively higher, each having more 
floors than the last. The floors are reached 
by ladders, which Mickey has to climb. 
Some floors have doors into side rooms 
through which monsters can enter, so 




Reviewed by 
Damon Howarth 

Mitral, one of the two moons of Evath, 
has been overmined by profit hungry in- 
dustrialists and is set to explode due to a 
massive build-up of gas. It Is up lo you, in 
the absence of a large enough pack of 
Rennies, to relieve the internal pressure 
and save the world. Such is the plot pre- 
mise boh i ml this A-V conversion from the 
8 bit world. 

The game play is fast and furious and the 
3-D Treescupe' developed for this gome is 
extremely effective, there is certainly the 
feel of being within the system and the 
adrenalin rush is present as laser fire 
screeches across the bows. The game is not 
solely shoot and kill there are problems to 
be solved, such as how to cross a gun filled 
chasm or open the secret door, but most of 
these can be intuitively sorted out with 
deft use of a laser. Your prime aim is to 



Mickey has to board them up lo prevent 
this happening. Contact with monsters 
drains water from the waterpistol, and if it 
runs out then the game's over. The doors 
also lead to sub-games, which have to be 
successfully completed to obtain the mate- 
rials with which to board up the doors. 
These sub-gumes have Mickey searching 
out the materials in a maze, bursting bub- 
bles with his mallet, hammering a certain 
combination of corks Into holes, and turn- 
ing off dripping taps in a certain order - 
while being continually hassled by various 
meanies. Failure causes Mickey to be dum- 
ped back outside the door minus the key. 
Additional keys and other useful items 
(like extra water) may be earned by squirt- 
ing or hashing monsters. 
Once all doors are boarded up he can go 
onto the battlements and face the witch of 
thai lower. She bombards Mickey with fire- 
balls, which he has to dodge. Three hits 



"not so much 
shoot 'em up 

but more 
think 'em out 11 



plant or teleport drilling rigs onto various 
sites to obtain maximum gas release and 
thereby secure one of the eighteen areas. 
Should a rig be pi "fed in the wrong posi- 
tion then insufficient pressure is released 
and further progress is impeded. 
Copy protection is once more in the form 
of inputting a relevant word from the sup- 
plied manual and this does allow the user 
the optional luxury of backing up onto 
hard drive (if owned), or more usefully 



from these and it's one fried mouse and 
Game Over. She can be beaten by chuck- 
ing mallets at her, fifteen (1) hits and she's 
done for. Mickey then gets the piece of 
wand she's guarding, and t an go on to the 
next tower. When he's got all four pieces 
of wand he tackles the Ogre King, who can 
be vanquished by fifteen (1!) squirts with 
the water pistol. 

The bad news about this game is the 
difficulty Ln beating the witches, as Mickey 
always seems to get killed off after a few 
seconds battle with them. There's no Game 
Save feature, so failure means a restart 
from the beginning and a replay of all the 
sub-games - very frustrating. The good 
news is that the game's graphics are a 
delight. They're bold, clear, and colourful 
yet still seem to have plenty of detail. 
Animation is excellent, especially that of 
Mickey himself, and I particularly liked 
the way shadows dunce on the wall in the 
flickering torchlight. Sound is best de- 
scribed as adequate, being sound chip gen- 
erated rather than sampled. 

All the Disney based games I've seen in 
the past have been fairly gentle ones, 
often aimed at young children. This one's 
different, having a rather nigh tmarel ike 
scenario and involving a level of violence 
I'm not sure 1 like seeing associated with 
Mickey Mouse. However, the kids seem to 
love it, although their interest could soon 
wane if the challenge of the witches can t 
be overcome. 



ma in turning a working copy to protect 
your hard earned investment The package 
also contains a small cardboard map 
which by joining flap A to tab A etc. 
creates a multi-coloured cube to act as a 
sort of globe, which seems somewhat 
essential to finding your way around. It 
also gave the cat something to play with 
while I was engrossed in the proceedings 
and forgot to feed him! 

Game play is strong and uses a mixture of 
mouse and keyboard to control the mining 
vessel, the style is reminiscent of Elite 
although that just wins out on the quality 
of it's graphics. The spot effects are adequ- 
ate hut there is no musk or other form of 
soundtrack to distract or entertain the 
rnmer, I am not sure if this is a good thing 
or not since a great deal of thought and 
fast reaction is needed at various points in 
the game. My first impression was that a 
policy of - shoot anything that moves and 
if it doesn't, shoot until it does - was a 
good one but there are certain locations 
where this is a distinct disadvantage. Re- 
ware for example of blowing away the 
lights in the storerooms, it is also advisable 
not to shoot the power cubes or else your 
energy supplies rapidly dwindle. 

All in all I enjoyed this and think it would 
be an excellent addition to any game col- 
lection, it Is not so much shoot em up but 
more think 'em out! 
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STARGLIDER II 

Rainbird Software 
£24.99 




Reviewed by 
John Davison fnr 



The long awaited sequel to the classic 
shoot 'em up, 'Starglider', has finally ar- 
rived. The new game combines the speed 
of the original with superb colour filled 
graphics and a far more complex scenario. 

The game is set two years after the Egron's 
unsuccessful invasion of Novenia (the set- 
ting of the original) and the wreckage of 
the invasion force still lies scattered across 
the planet. The heroes who liberated Nove- 
nia now lead very separate lives. Jaysan is 
living it up in luxury and generally en- 
joying himself whilst Katra is helping 
Navenia J s redevelopment project. One duy 
however, news of another Egron th reat 
reaches the High Council laysan reluc- 
tantly joins Katra to fly a mission which 
will destroy the Egron threat, ICARUS, the 
latest prototype police cruiser, is t arn man 
deered for the two heroes, and the duo 
blast off 

The game itself is very much more im- 



' breathtaking speed 
and smoothness' 

pressive than its predecessor. It reminds 
me of a cross between Starglider with some 
elements of Mercenary thrown in. Unlike 
the original, Starglider 2 is not restrk ted to 
one planet, It is in fact a whole solar 
system in which you can roam about the 
five planets and their moons. On several 
of these planetary bodies there are under- 
ground tunnel networks where you can be 
fitted out with new weapons. You wiJI also 
find the parts you require to help build the 
Neutron bomb which must be used to des- 
troy the Egron base on one of the outer 
moons. 

The Egron attack force comes in many 
different shapes and sizes as in Starglider, 
including different types of walking mons- 
ters, fighters, colossal Starglider mechanic- 



al birds and other assorted craft. As well as 
these, whilst flying from planet to planet 
you will encounter space pirates and the 
huge space whales! All of these are three 
dimensional colour filled objects and move 
with absolutely breathtaking speed and 
smoothness. 

The graphics within Starglider 2 are incre- 
dible, all of the animation is amazingly 
smooth and the objects which you fly post 
and around cannot be faulted. Each 
planet 'a landscape is made of a patchwork 
pattern which helps to give a greater im- 
pression of movement and the large sun at 
the centre of the system rises and sets on 
each planet with some beautiful skies. The 
sound in the game is also very good, espe- 
cially the sampled music (which loads on 
double sided drives only) on the title 
screen. This is also supplied in an exten- 
ded form on a cassette included with the 
game. 

The packaging, as with all Rainbird 
games, is superb and along with the game 
disk and the music cassette you will also 
find a key aim If. a play guide and a novel- 
la written by James Follet which is both 
amusing and gives an excellent introduc- 
tion to a complex game. 

Overall Starglider 2 is a superb quality 
product and this review has merely 
scratched the surface of its impressive fea- 
tures. It truly is a worthy successor to 
Starglider. 
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WORLD IN 80 




CI 9. 99 



Reviewed by 
Damon Howarth 



This game claims ""the fascination of a 
world tour" and also explains that it is 
based on the activities of Phileas Fogg star 
of )ules Verne's Novel and David Nlven's 
film. The packaging has screenshots of in- 
estimable quality taken from an Amigu 
and it boasts 3 disks to fill your machines 
RAM. The game, almost needless to say, 
does not manage lo live up to the promise 
of the box. It loads with a variety of 
screens some of which show great promise 
in the artwork and even the sound effects 
start off in a promising manner but then 
Pandora's box is opened. The object of the 
game as described on a none too informa- 
tive slip of paper, is to work your way 




through several arcade games to reach the 
starting point in London within specified 
time and money limits. 
The graphics which accompany each 
game include large sprites with collision 
problems which, considering a few of the 
games need response speed and accuracy, 
is dounting. In the first game there 
appears to be a Vixen/Thundercats type 
game which then devolves into a platform 
and ladders affair to reach the nest sailing 
point. This game does not rate as particu- 
larly exciting and at times is plain frustrat- 
ing owing to the difficulties in making 
your character do as the joystick suggests. 
The intervening option of bribing your 
steamer owner into more speed or playing 
Hi-Lo cards to create more capital is 
pleasant but far from original. The second 
game of a |upanese balancing act is a 



'a collection 
of weak games' 

problematic affair and again suffers from 
imprecise collision detection and less than 
effective graphics 

1 have not yet plunged deeper into this 
gome since neither the description of the 
other games nor their antecedents fill me 
with expectancy ot the desire to discover 
more. This is especially frustrating when it 
is realised that failure in any part of the 
sub games necessitates a complete restart 
as no save facility is available. The 
tediousness of the earlier games becomes 
magnified and eventually the daunting 
prospects of having to suffer the indignities 
of being eaten by Leopards and snakes or 
dropping cavorting Japanese tumblers be 
comes overpowering and what little charm 
the game has starts to pule. 

I was not enamoured of this game as it 
appeared to be u collection of weak games 
stuck together under an attractive cover at 
full price in order to cash in on a classic 
book title. Perhaps as a 'budget' title it 
may have been excusable but as a full 
price game it is not. I hope that Pandora 
will leam from the myth and with their 
next release let hope out of the chest since 
1 found that this particular effort left me 
despairing. 
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This company has given years of full support to Atari users countrywide from their 
Preston. Their Mail Order department has also been proved to continue this excellent 
My tested prior to selling to ensure that commas receive total satisfaction with every 
hy our on site engineers so that quick turn around on all repairs is guaranteed. 



retail premises at Ormskirk Road 
service. All software /Hardware is 
All hardware is supported 




QtufitylMz Drives 

Wh> pay pennies less for a \*&ti\ inlaw Second 
Drive when you can have a Superior qmbty I Mg 
second dri^e int ji.nl in if internal juvq' supply unil # 
these dmcs do not drain power from the ST, 

iBoa £99.99 Tiutnak- i 109.99 



Educational Software 



Apcff with Oscar 

Spell with Oscar leaches keyboard skill*. spelling and 
motor coordination pictures of objects must be ktenlifled 
and then sjwlt ccrreciry uiukr Oscmts supervision. 
£11.99 

V-Kira data disks available increase vocabulwy by 160 
words £599 

Add with Oscar 

KM leaches addition, subtraction, m uttipl ication eukI 
division with selectable difficulty levels unci Eftmc 
able. £12.99 



Utilities 



Trilogy 

Quick fa 

MaMermat i 



plus is a Directory Database Compiler. 
e a customised formal ami cop> jirotcct 
programme, 

Pkslrip is a full screen picture manipulator which 
Supports GFA, FAST, Hi SOFT TURBO and ST 
BASIC <;. Compatible wiih DEG*S, NEOCHROME unci 
AB ANIMATOR 

£12.99 

AB Animator 

Animated Graphics Tool fa' the ST. Supports GFA and 
FAST Basic* Compatible with DEGAS arvd 
NEOCHROME Hies- Full Facilities such as Dm*, Fill. 
Grid Co[n clc. 

£14.99 

Midistudio 

This is ni 20 track Midi music studio wilh real lime 
recording anil sicp lime ctlitinit Cortipiehensive phrase 
WTartgtmcn! make ihis a srti'ong competitor for pro 24- 
£99.99 



Special Offers 

SPEC/ A/ OFF ft ft IQW PACKS 

includes 1040 STFM, (with Modulator), Plus m choice 
of tee folio wiag software packsMidi Software, Business 
Software or Games Software. £499 

/ Me/2.5 Me UPGRADE BOARD 
NO SOL DERING REQUIRED. 

A Hows f Megabyte or 25 Megabyte memory upgrade 
by simply fitting appropriate chips in to sockets 
provided. Fftone now for farther information. 

SCAN AT UP TO WOO DPf FOR £89 99 

fmg Scan scans at 75, 150,216,300, 360, 1000 DPI and 
gives exceptional quality for the incredible price of 

£89.99 



Peripherals 



Pro Draw Tablet 
CRF 3 Tabids 



A4 
A3 



phone 
t'414 
£8lS 
£1250 
£139 
£299 
£265 
£299 
phone 
wilh a 



Entry Level Commodore FCf 
Mono /Colour Monitor switeh£24.99 
A/B Boot Drive switca(fiitcd,£19 99 
Internal CloctCards 
Joystiei Extensions 



£299.99 



£22. 9S 
£599 



Quality Disks 


Quantity 


3.5" D/S OfD 


525" DfS Q/iJ 
96 TPf 


W 


»»£I4 




fO+box 


....£1550 


.^£&0Q 


fOO+box 


».,£14Q 


m .£?0 



Al] our top Quality Di^ks tarry a lifetime media gut, runt cc 



Hawk Seamier 
SMI24 Mono 
SCI 224 cotoir 
Philips 8333 colour 
Phillips S&52 colour monitor 
Tv's 

An> of abmc scieens hougnt 
computer Dcducl £ta 

Upgrades Ex -Stock 

t Mg STM tfittcd) JEtlO 
I Mg STFM (kii> £90 
STFM Upgrade fining 



Our Alari (ruined engineers will repair 
alj hardwaic in minimum time al 
competitive rales. 

S20 STFM Subnet 

520 STFM 1 MB Internal dme, Mouse- 
♦Joystick, £450 Worth of lop quality 
software, with business software includ- 
ing spreadsheet andUatabdKe programs. 
£399 99 

520 STFM Fznforcr Pack 

520 STFM I MBInta twItfcne.MoiW' 
+Tmorial disc. £299.99 

Mega 2 / 4 Desktop 
Pubfishins Packs 

fhtmc tts taut for best prices 



FREE MONTHLY DISC BASED MAGAZINE 
GUARANTEED \l% DISCOUNT OFF MRRP 
IP TO 60% OFF FUTURE OFFERS 



LadhroJte Cornt 



Software dub 



With other eiubs the price of the membership is onl> iccovacd if the cmlomer putdiiues man} items but with the 
Udbrokc Computing Soft wait Club we are offering a free monthly disk based maga/inc which will contain Reviews, 
hints, tips, samcs. utilities evaylhing >ou could possibly be interested in. The club, although primarily software, ma> 
offer special reduced prices on sckctwl hardware to club member. Howe%« this has meant that we miat increase the 
membership to £ L5- Phone, or Write Co the addresi below for an application form. 



Lad broke Computing I nternat io xi^il , 
33 Ormskirk Road, Preston, Lanes., 
PR1 2QP- Open Monday Saturday 




ORDER BY PHONE 

Cull Us on numbers beb* and pay with >OUi 

eiedit card. 




ORDER BVmsi 

Make cheques PO's pa>abk? 10 Ladbiuke Computing Inlcmation 
ai Send SAE for full catalogue. 
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£24.95 



Reviewed by 
Damon Howarth 

There ore various forms of computer war- 
game, those of the Balance of Power style 
which need deep and Long consideration 
of matters strategic and diplomatic those 
of the UMS vein which just need fighting 
and those of the Diplomacy origins which 
need world conquering skills. 
Lords of Conquest is a sort of Diplomacy 
game, a variation on empires, or perhaps 
Risk with trading in it. This game was 
described in an earlier issue of Page 6 
under a discussion of 8-bit wargames and 
scored highly but my own impressions of it 
in 16-bit mode are mixed. The concept of 
a multi (1-4) player war and trading game 
is excellent but the machinery that drives 
the combat system Is simplistic and occa- 
sionally perverse although nonetheless 
effective. The graphics are very blacky and 
not as well defined as they could be, there 
are sound effects that are reminiscent of 



BEYOND THE ICE 

PALACE 

Elite 

£19.99 



Reviewed by 
Damon Howarth 

[n a land far away, many aeons ago, a 
group of goodly and wise magicians 
needed help to combat a nameless evil 
which was disturbing the cosmic balance. 
To obtain this help they applied national- 
ised industry's prime answer and sent a 
magic arrow into the air for some unsus- 
pecting citizen to find. This arrow whisks 
the finder off to fight the evil and save the 
day. This in a nutshell Is the plot behind 
this multi -scroll art: venture, the packaging 
of which belies it innate payability. 
The loading screen is a copy of the disk 
box's inlay and is not particularly inspir- 
ing t but fortunately this is not the case 
with the game. The screen comes alive 
with colour and immediately your small, 
but beautifully formed, barbarian has to 
choose his weapon. This is not explained 




some of the Ultima adventures but they 
are fortunately mutablc. 
The presentation of the game shows that 
only a little thought went into enhancing 
it for the larger machine. Do not expect 
the slickness of Balance of Power or the 
definition of UMS but if this is understood 
then a good game is available under the 
poor wrapping, The object is to obtain the 
stated number of cities by good fighting 
and trading. The combat is very simplistic 
and can be aided by economic develop- 
ments creating boats and weapons, as 
such it is like Risk. The most entertaining 
thing is the veritable Atlas of maps to fight 
over and with the option to build your 
own battlegrounds there will be no chance 
of a lack of interesting terrain. The compu- 
ter provides a very able opponent for the 
single player and it seems to have a 
shrewd idea of the best ground to take but 



strong game 
play' 

in the instructions, but the last weapon 
your figure walks over is the one prepared 
- there seems to be no proviso to change 
weapons but more are available en route. 
So having picked your weapon (I suggest 
that the small dagger is not your best 
choice) it is over a precipice to hunt vile 
evilness in its heartland. On meeting the 
first creatures it is obvious that all your 
weapons are missiles, this coupled with the 
guardian pigs (sorry, wood spirits) who 
will come when summoned acting as a 
sort of occult smart bomb. 
Your enemies are varied, realistically 
drawn sprites, the scrolling, in all direc- 



it is as a multi player game that it excels 
since as with chess or other strategy pur- 
suits, computers are never the most in- 
teresting opponent. Should there be more 
than two participants then the options to 
trade for goods to enable your objectives to 
occur makes many possibilities open For 
example is it worthwhile considering the 
opportunity for you to gain enough gold 
to build your city by trading raw materials 
for weapon material? Here the software 
becomes a proper strategy game with the 
computer moderating and difficulty levels 
becoming irrelevant. 
Forgetting the presentation the play be- 
comes important and all other criticisms 
vanish in the wake of a solid evenings 
play with others. If you are a wargames 
fan and wish to see how well a computer 
con feature in your own club then this is a 
must, it is mechanically simple but so too 
is Chess. If you are a solo player then the 
whole may not be as enthralling but with 
the paucity of acceptable wargames avail- 
able on ST then it is still a more than 
viable option. It c an provide several hours 
of entertainment. 

Oh yes! there is even an autoboot ramdisk 
in the package which enhances playing 
speed but does not autoboot the program 
As I said a strange package but with a 
good overall effect. 



lions, is very smooth and there are prob- 
lems to be solved, Granted that many of 
the problems are basically where to stand 
to wipe out a specific nest of baddies but 
there are definitely strategies which begin 
to suggest themselves as the game progres- 
ses. As some positions can prove dead ends 
there is even a thoughtful abort button 
function provided, as well as the sensible 
provision of user definable keys for spirit 
summoning and pausing. This game is 
promoted as a budget priced game, a term 
] find highly relative., but it does offer a 
strong game play with the feel of excite- 
ment and addiction. A very strong sense 
of, J I know that 1 can get further next 
time', pervades, indeed it can and does [>at 
many full price games to shame. I was 
most impressed by the well formed back- 
grounds and the mainly good attribute 
recognition, although the hero does at 
times have art ability to stand on pieces of 
thin air. 

1 felt that the game lacked a little by its 
lack of control of weapon selection 
although it does mean that some cane is 
needed in not walking over unwanted mis- 
siles since their parabolas and damage 
potential play very important parts in the 
game. This game is one I would recom- 
mend to any wishing to try arcventuring 
or even to hardened addicts wanting to 
refresh jaded pallettes. 
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Klingons on the starboard bow 
Can you be serious about Star Trek? 

John S Davison looks at 

STAR FLEET 1 

THE WAR BEGINS 



Despite its name, this is a new version of 
what we Old Timers know as Star Trek. I'm 
not talking about Firebird's recent dis- 
appointing release with that title, but 
about the classic space battle 
simulation. Like the original 
Adventure game Star Trek was 
first played on mainframe com- 
puters long before home micros 
were even dreamed of. Since 
then countless versions have 
appeared under various titles, 
including that legendary 8-bit 
arcade action version Star Raid- 
ers. Star Fleet 1 Isn't an arcade 
game, it's the traditional ver- 
sion, but incorporating a host 
of new features, lnterstel say it's 
the start of a series, hence the 
suffix 'V in the title. 

The basic gome plan is simple 
- earn the command of an adv- 
anced starship then use it to 
seek and destroy a given number of enemy 
sturships within a specified time. You can 
also call on the support of various star- 
bases for replenishing energy and weapon 
supplies, and for essential repairs. The 
enemy will attack starbases, so your secon- 
dary objective is to protect them. 

After successfully completing your train- 
ing you can choose to command any of 36 
starships. No, the Enterprise isn't amongst 
them, presumably for copyright reasons. 
You're then given your orders by Star Fleet 
Command and sent to patrol a specific 
region in space. This region is divided into 
a grid of 8 by 8 quadrants, with each 
quadrant subdivided into 10 by 10 sectors. 
Your job is to find and destroy enemy 
ships lurking here in unknown locations. 
The enemy aren't the expected Klingons 
and Romulans, but the warlike Krellans 
and their mysterious and elusive Zaldron 
allies (copyright again?), 

INVISIBLE ENEMY 

Enemy ships may be located using recon- 
naissance probes plus your ship's long and 
short range scanners. These reveal how 
many Krellan ships, friendly starbases, 
and star systems are contained in each 
quadrant. Then using main and auxiliary 
engines you can speed to the appropriate 



quadrant to battle with the enemy using 
phasers, torpedoes, and mines, A tactical 
display screen shows details of your cur- 
rent quadrant, indicating graphically 




what's located in which sectors. Zaldron 
ships aren't displayed - they use a cloaking 
device making them invisible to scanners 
and human eyes' 1 won't spoil your fun by 
saying how you locate them, but it can be 
quite a challenge! 

Phasers can be set to disable rather than 
destroy an enemy ship, which may then 
be towed to a starbase using tractor 
beams. You can also beam marines 
aboard it to capture the crew and transfer 
them to your ship, however prisoners may 
escape and wreak havoc on any of your 
ship's twenty decks. It's also possible for 
enemy agents to sneak in while you're 
docked at u starbase, or for saboteurs to be 
beamed aboard from enemy ships in 
space. In all cases you have to locate and 
capture the intruder before he smashes up 
too much of your ship. Damage from 
whatever cause can be repaired in space or 
at a starbase, both costing you time and 
energy, 

Control of your starship is highly auto- 
mated, with much of the tedious mental 
arithmetic for navigation and weapon 
aiming required in some program ver- 
sions, done for you. Purists can still use 
manual input if they wish - in fact there 
are circumstances where manual control is 
preferable. And automated systems some- 
times do go wrong! 



All actions generate entries in the Cap- 
tain's Log, and these are displayed 
onscreen and also written to disk if re- 
quired. This disk Log can be used later to 
drive the game in demo mode, 
or for 'action replay' so you can 
analyse what happened, 

The game has many humor- 
ous touches. Again, 1 won't 
spoil things by telling you what 
they are, but there were times I 
found myself laughing out loud 
at the amusing incidents and 
mishaps occurring. 

A game ends when you run 
out of time, get destroyed by 
the enemy, or destroy the 
enemy as ordered. Your effi- 
ciency is calculated based on 
your Krellan 'kill rate' plus 
various modifying factors, such 
as number of Zaldrons des- 
troyed, ships captured, etc, 
Speed of promotion is based on your effi- 
ciency, with ten ranks from lowly Cadet at 
level 1 to Admiral at level 10. Ranks cor- 
respond to difficulty levels, so the higher 
your rank the harder it becomes to 
succeed. 

Progress of each player is kept in a 'data- 
base' with entries protected by individual 
passwords, so each time anyone plays they 
'log on' to the system and continue their 
career where they left off last time. 

ENTHRALLING! 

By whatever name, Star Fleet 1 is the 
finest version of Star Trek I've ever played. 
It's kept my whole family enthralled for 
hours - even my wife plays, so it really 
must be something special! It's not a 
graphics or sound showpiece, but the 
gameplay is superb. If you've played any 
version of Star Trek before and liked it, 
then you'll love this version. If you ha- 
ven't, then give it a try anyway - you've 
got a real treat in store! 



Title: STAR FLEET 1 - 

THE WAR BEGINS 
Publisher: lnterstel 
Price: £24.95 
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SUPERBASE 



PROFESSIONAL 



Superbase Professional is a relational database program, 
with forms editor, programming language, and text edi- 
tor. It is an enhanced version of Superbase Personal, 
which I reviewed in issue 29 of Page 6 (Sept/Oct 87). It still does 
everything that Superbase Personal does (they both continue to 
be sold, aimed at different levels of user), but has features which 
are required for 'professional' use. In this case I think profession- 
al means more demanding as both programs can be used for 
home, office and any database use, but Professional has more 
features. 

THE BASICS 

It is difficult to review Superbase Professional without covering 
ground in the previous review. Thus 1 shall give a quick resume 
before describing what's new. Both versions of Superbase are 
relational databases, that is they allow access to more than one 
database ot the same time, using 'related' fields of records. Thus 
you could have a database of events occurring in a festival with 
the name of the venue in the field, and a database of addresses 
of venues. When you create a report, you could produce a list of 
events, with the full name and address of the venue being 
printed - the venue name for the event is used to access further 
data in the addresses database. 

Both versions of Superbase display the individual records of a 
database in a window on the screen, in either Form, Record or 
Table view To move from one record to the next, a control 
panel' along the bottom, modelled on video recorder buttons, is 
used. These allow fast forward/ rewind, single stepping, full re- 
wind/forward, pause and stop. Additional buttons allow access to 
the simple search facility, a complex filter' which is used to 
restrict the accessed records to a certain range, and the picture 
button which allows display of text and graphics files associated 
with a record - a feature which makes Superbase almost unique. 
A Query filter is used to generate reports, which can have 
subtotals and totals, headings and can be sorted. The query 
dialogue uses a system used throughout Superbase, that of a 
pseudo-English command line, which allows you to determine 
which records are to be displayed/printed/updated. The line City 
LIKE "Glasgow" ' would reduce the report to records which have 
the name Glasgow' in the City field. Query can be used for 
reports, updating, removing, importing, exporting, printing and 
the production of labels. 
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WHAT'S NEW? 



The first thing that you will notice is different is the packaging 
and the manuals. Professional comes in a slip-case, but still uses 
the spiral binding for the manuals - this time two. The manuals 
cover the program in two parts: the database and text editor; 
and the forms editor and programming language. The former 
manual is very similar to the Personal manual - it has the same 
basic layout, but a few improvements have been made such as a 
separate chapter on the Query facility (queries can now be saved 
to disk for later re-use), and a much improved font and titles. 
Obviously the Professional manual covers the extra options too, 
which are summarized in an appendix 

The new features of the database portion include time fields (in 
addition to dates), multiple input lines, and forcing of text fields 
to be upper case, lower case, or capitalised. At first I thought this 
latter option was marvellous, but then I discovered that it forces 
the first letter to be capital and then forces the rest to be lower 
case. Thus the name Tred Blogas" becomes 'Fred bloggs*. This 
reduces its applicability! Professional has extra functions to sup- 
port a database designer, including a SER() function which 
provides automatically incrementing values, LOOKUP in another 
file for validation, and a conditional (ternary) operator for condi- 
tional calculations. In general data input has been improved, 
but could still be better. It automatically presents you with a new 
blank record. Unfortunately it now asks you if you are sure you 
want to save - despite the fact that you just hit the save key ■ so 
you have to hit Return too. Another irritation involves the ability 
to supply defaults for fields, because they do not auto-delete 
during change, they must be deleted character by character 
which is tiresome. 

TEXT EDITOR 

The text editOT in Superbase Professional is not good. It is just 
about adequate for the purposes required, but it could be a lot 
better I wrote a mail merge letter with it, and it is not easy 
compared to basic word-processors. It would be good if Profes- 
sional were to support the format of a full word-processor 
(though it is probably possible to output a file suitable for 
reading by such a word-processors mail merge facility). The text 
editor does support basic bold and underline though The text 
editor is used for many purposes: displaying external text files; 
writing Superbase programs; mail merge texts; and editing of 
any ASCII file. 

THE FORMS EDITOR 

Entering data into a Superbase record is done in one of two 
modes, either the form view or record view. Record view displays 
the fields in a straight list, form view allows the fields to be 
moved around on the screen to improve the layout. A set of fields 
can also be marked as 'open', thus restricting the amount of 
information viewed, and/or the order of the fields. (This latter 
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ability is important when importing or exporting to ASCII files 
for merging, and other such reasons.) 
Superbase Professional takes this layout mechanism into a 
whole new world. A separate program, the forms editor, is 
available from a menu option and allows the database designer 
to create an input form which is then used to input data, The 
forms editor is also used to generate complex reports more easily 
than the query dialogue. The forms editor is based on the 
principle of object oriented editors, and once you are used to it, 
achieves the task of creating good looking forms (which can be 
printed and used for data collection is desired). You may make 
up your form using text, images (imported Neo or Degas files), 
lines, boxes, and filled boxes. The attributes of each of these 
items can be changed, to adjust colours used etc. Text fonts can 
be selected from whatever you have available through GDOS, 
and can be in many sizes. I say easy to use once you are used to 
it because it is not intuitive, and needed quite a bit of reference 
to the manual before I could do everything that I wanted. For 
instance. I accidentally created a line which I did not want. But 
attempting to select it to remove it only created further lines. The 
only menu item marked delete was to delete a whole page, and 
eventually I discovered that you must carefully double click on 
the object, then select the Cut menu (there is no straight delete). 
Eventually I created a form suitable for my purposes. 
The forms created do not have to include all the fields of a 
database. Indeed you do not have to provide enough room for 
the whole field in the form. If the input starts to exceed the 
available space, Professional will scroll the line. This is very 
useful should you decide to alter the size of a field later, as you 
do not have to change the input form too. 
In use, the forms make Superbase Professional look much more 
impressive. You are able to set the order In which the fields will 
be processed, so input tun be natural. Regrettably the use of the 
form removes the editing ease of the other modes. You are no 
longer able to click with the mouse on a particular character and 
edit - you are placed at the start of the line. You cannot use the 
cursor keys to move from field to field, only the Return key 
works, and that is only onwards - to go back you must use the 
mouse. I also dislike the way that Superbase loo easily forgets the 
fact that a form is in use. If you temporarily use another facility, 
vuv edit i in j riv file format, it returns you to the Record view - you 
must re-open the form manually. Overall though, forms are well 
worth having. 

The Form editor also allows you to specify a layout of a printed 
report (text only - no graphics). While not using it extensively, [ 
found this awkward to use. It was easy to create the layout, 
setting headers, footers, summaries and the record layout for the 
printout: and to start the printout [you just open It); but t 
couldn't easily solve the problem I had. I wanted to have paged 
output os is available, but without having a records' data split 
across two pages. Reports are actually programs, which can then 
be used for modification into more powerful reports. 



PROGRAMMING THE DATABASE 

Superbase Professional includes a programming facility which 
allows access to all of the capabilities of Superbase, allowing you 
to create customised reports and operations. You do not need to 
program, you can still access much of the power of Superbase 
without programming, but it is there should you ever find 
yourself up against a barrier created by the menus 

The programming language is modelled on BASIC, and as well 
as basic facilities like subroutines, WHILE WEND loops and 
access to all the standard database commands for reports etc, 
includes the ability to define your own menus, thus allowing you 
to create 'mini applications' by replac ing the standard menus 
Superbase uses the text editor to create and edit programs. When 
you enter a line, Superbase capitalises keywords, and formats it 
properly. Unfortunately it does not perform any indenting, so 
large programs are going to become unreadable. It is impossible 
to give a new programming language a full testing, especially 
one closely tied to a database, but the language provided within 
Superbase Professional does appear to be quite thorough. If you 
intend to use it professionally, give it a good examination to 
determine if it has everything you need. 

The main problem with the language, one that nearly everyone 
using it will encounter, is the fact that there is no introductory 
text that is going to help the new use t. It j>» m>l an uncommon 
problem, many other language suppliers take the same way out, 
but they have the backup of readily available books to help the 
new user. With a simple alphabetical command reference, it is 
very hard to find what you ure looking for. The minimum 
required is a list of commands by category, and an explanation 
of all commands as to WHY you would want lo use it, rather 
than just what it does. The manual does contain a few examples, 
which point at some of the power of the language. Precision 
Software should think of writing another book to help new users 
with the language, otherwise it will go unused. 

Superbase Professional also allows the function keys to be 
programmed with text. According to the context, these may 
either be Superbase language commands, or straight text for use 
in the text editor. 

SUPPORT AND BUGS 

Precision Software offers 90 days free support to Superbase users 
from the point of registration. Support after that date is charged 
for. The version of Superbase supplied in the off-the-shelf box is 
copy protected, whiih is a big inconvenience. Luckily, you are 
supplied with an unprotected disk when you have registered. 
This also has a list of bugs that are fixed. Unfortunately, there 
are still a few bugs left, both Superbase and the Forms editor 
have bombed on me (after a disk full error caused by telling It I 
had a page size of zero lines, and using the Undo key respective- 
ly). Other problems I have had are just irritations. 1 feel a great 
need to have a keyboard alternative to the on-screen video 
burtons so that 1 can move from one record to another easily. 
Apart from the two bombings, none of the problems 1 encoun- 
tered were serious. 

CONCLUSION 

To sum up, Superbase Professional is a much more powerful 
version of Superbase Personal, while still maintaining the friend- 
liness of the latter It still has room for improvement, but it is 
suitable for using in professional environments, both for users 
and for application writers (especially if the forms can be re- 
tained continuously). At the price, it is not going to be bought for 
casual interest, but if you are looking for u serious database, 
Superbase Professional definitely one to consider. 

Superbase Professional costs £249,95 and is published by Precision 
Software, 6 Park Terrace, Worcester Park, Surrey, KT4 7fZ. Telephone 
01-330-7166 
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One of the all time classics comes to the ST 
and John S Davison can't wait to play 



Well, hene it is - Elite - the game 
[ J d given up hope of ever seeing 
in Atari format. It casts you in 
the role of a newly qualified trad- 
er about to start your career in 
interstellar trade. You have a 
basically equipped Cobra Mk [II 
spacecraft, seven light-year's 
worth of fuel, and 100 Credits to 
your name. Your polite record Is 
Clean and your rating is Harm- 
less, and you're currently kicking 
your heels in the Coriolis space 
station in orbit above the planet 
Lave. Out yonder are eight gala- 
xies containing around 2000 
planets, which you can visit to make your 
fame and fortune. 

Your objective is to survive, and progress 
through the nine rating levels from Harm- 
less to the coveted Elite status. To achieve 
this you need to enhance your ship's abil- 
ity to fight and trade. This may be done 
by purchasing upmarket weaponry such 
as higher powered laser guns, energy 
bombs, extra missiles, and elet tromc toun- 
termeasures systems. Improved non-com- 
bat hardware is also available in the form 
of a docking computer, galactic hyperd- 
rive, fuel scoops, and other useful items. 

One small snag - all this costs money, 
which you can earn by trading goods be- 
tween planets. This would be easy if the 
trading routes weren't thick with pirates 
who'd just love to reduce your ship to a 
ma noted hulk and make off with your 
precious cargo. And then there's the Thar- 
goids 

DOES CRIME PAY? 

Law abiding traders can muke money by 
purchasing) legal goods at one planet and 
selling them profitably elsewhere, by des- 
troying pirate ships and earning bounty 
payments or by asteroid mining. The un- 
scrupulous ones also trade in illegal items, 
such as slaves, narcotics, and firearms or 
by becoming pirates themselves, Le. by 
attacking other traders' ships und snaffling 
their cargo. A life of crime may get you 
richer quicker, but you'll also have the 
police and bounty hunters chasing you, as 
well as other pirates .... and Thargoids! 

Your ship's systems can tell you brief 
details about any planet's economy, gov- 
ernment and technological capabilities. 
This helps you decide whether it's a good 
bet for profitable trading or not, and 




whether it's likely to have the hi-tech 
equipment needed for your ship. Unfortun- 
ately, you can't see the planet's market 
prices of goods und equipment, you have 
to actually go there to find out. 
After leaving the spac e station, a hypers- 
pace jump and a space skip or three will 
bring you close to your destination planet. 
At this point you're likely to meet other 
ships, which can be any of twenty different 
types. Frequently, these include pirates 
who will eventually atluck you. Care is 
'needed when fighting back, as inadvertent 
firing on innocent traders guarantees the 
police will start taking an unhealthy in- 
terest in you. And they shoot to kill. Like 
Tharaoids. 

FIGHT OR DIE! 

Against pirates, attack seems to be the 
best form of defence. Ignore them at your 
peril! Suspected pirates may be located 
using your ship's 3-D radar system, a cen- 
IruJ feature of the main playing screen. 
Manoeuvring control is via keyboard, 
mouse, or joystick and rakes some getting 
used to, as you only have pitch and roll 
control. Hmmm, makes steering an in- 
teresting experience, anyway. 

The combat graphics are magnificent, the 
smooth 3-D animation of the colourful 
ships wheeling and swooping around you 
are truly thrilling, With skill you can soon 
destroy your adversary, this being signal- 
led by his ship flying apart in u spectacu- 
lar explosion. Thuryoids just might take a 
tad more effort, though. 

When close enough to the planet your 
instruments guide you to its space station 
and another nailbiting phase of the game 
begins. The station spins about an axis 
passing through its docking port. 



You have to align yourself with it 
then gently move through while 
rolling'your ship at the same rate 
of rotation as the space station. 
lt J s just like the famous docking 
sequence in the film '2001 - A 
Space Odyssey'. It's frustratingly 
difficult, making a docking com- 
puter to automate the procedure 
a priority buy- 
Once berthed in the space sta- 
tion you can sell your goods und 
use the profit to buy fuel, equip- 
ment, and other goods for further 
trading and fighting. Survive 
long enough against pirates (and 
Thargoidst) and you'll find your rating 
gradually improves. 

NO VECTOR GRAPHICS 

The most obvious difference between the 
ST and original &eeb versions ol Elite are 
the space vehicle graphics. The original 
somewhat confusing Beeb wire frame vec- 
tor graphics have been replaced with far 
superior 3-D colour filled versions which 
move with commendable speed and 
smoothness. Strangely, though, other parts 
of the program are graphically unimugmi- 
tive. For instance, the crude font used for 
the game's title, and the flat, single colour 
planetary disks. 

The sound side, too, is disappointing at 
rimes. In fact, it's non-existent in places. 
For example, your spacecraft is launched 
in total silence, something which I still 
find oddly disturbing. Some sound effects 
are good, though. I particularly liked the 
excruciating screeches produced when 
your ship bores its way through hypers- 
pace. Title music is Struuss's Blue Danube 
waltz, another affectionate nod in the 
direction of the 2001 film. 

Despite some niggling little faults, Elite's 
superb mixture of simulation, action, and 
strategy are enough to capture and hold a 
player's interest for hours on end. It'll 
probably take weeks of dedicated playing 
before you achieve that exclusive Elite rat- 
ing, so it's great value for money, too. Oh. 
and those Thargoids? Play Elite and you'll 
soon find out about them for yourself! 



Title: ELITE 
Publisher: Firebird 
Price: £24.95 
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RETAILERS 



ATARI WORLD 
IS, Jennell Street 
Manchester 
M4 3DU 

Tel. 061 634 4941 

BRICrfTON COMPUTER EXCHANGE 
1, Ann Street 

ftNI 4GP 

TrL, 0i73 68*650 

CHIPS 

53, Ruabv Road 

Sussex 
BN11 5NB 



COM!' U II K A L> V I N I Ufl I WOK I [1 

Rank Ruildlnqs 

LA, Charing Cross 

Birkenhead 

1.41 6L| 

Tel. OAl 1 13U 

COMPUTER CAVERN 

21, Harris Arcade 

Reading 

Berks, 

RG1 1DN 

Tel. 0734 47476B 

COMPUTER CIN'TRI 
174, Nigh SI re? I 
Hornrhun-h 
Essex 

Tel 04024 75613 

GAMER 

71 East Street 

Brighton 

Sumx 

BNT 1HQ 

Tel. 0273 7286BI 

GLASGOW COMPUTER CENTRE 
Virginia Galleries 
33 Virginia Street 

(.1 111! 

lei. 041 553 1522 

HIM W I ST f HN I ID 
52 Cambrian Rood 
Newport 
Gwail 

lei. OAii.i fi27V0 



1NTOTO 

1, Heothcoat Street 

1 Tocklev 

Wis. 

NG1 3AF 

tel. 0M)2 li:r.V 

JLNNINfiS SIOKE^ 

244 248, Hertford Road 

tnfteld 

Midds 

Tel. 01 fUH I7f>? 

I A|>HROKI ( OMI'lJIINtl I 11). 

33, Ormsklrk Road 

Preston 

Lanci. 

PHI 2QP 

Tel. 0772 21474 

LIVINGSTON COMPUTER CENTRE 
17, The Mall 

CralgshLII Shopping Centre 
Livingston 
West Lothian 
TcL 0506 3697B 

MICRO-TRONIC* 
27a, Market Street 
Tamworth 
Staffs 

Tel 0827 51480 

ONE STEP BEYOND LTD. 

Ilu. Caslle Meadow 

Norwich 

NH1 3DG 

Tel ■0603 663796 



HK IltUMn 

If 7, 1'mrlfJI \t\\<A 

Dublin 1 
Ireland 

Tel. 0001 727799 

SILICON CENTRE 

7, Antiauo SI reel 

Edinburgh 

Scotland 

Tel. 031 557 4546 

SOFTWARE EXPRESS 
212, liicud MiitI 
Birmingham 
BI5 2AY 

I t)2i m:i vioo 

SOFTWARE EXPRESS 
u I vi'ler Si n-i-l 
Plymoul h 
Mvoh 

Tel. 07S2 264276 

A S. WOOTTON ft SON 

1 16, Edlcston Road 

Crewe 

CW2 7||D 

Tel. 0270 214] IK 

YORK COMPUTER CENTRE 
9, Davyaate Arcade 
Davyaate 
York 

lei. O'Mj-J M \b,hl 



USER GROUPS 



ABC 

Contact Mike Di may hue. 135, St. 
Leortwrd* Road, Leicester, LE2 3BZ. Tel. 
0533 700190. Retailer and bolh 8-bit 
and ST user groups. 

A.C.E. USER GROUP 

Contact Martin Sharp*-, 2K, Hiixikjyn 
Court, Bradford Rood, CTeckheotort, 
West Yorki, 601? 4Tf. TeL0274 851131 
(24 hours). Monthly meetings, newslet- 
ter, trips, discounts etc 

\, IT. C (IRELAND) 

Contact Mike Casey, 3, Si. Kevins Park, 
Kilmacud, Co. Dublin. Ireland- Tel. 01 
831830 or BBS 01 Ati5fi:l4 (24 hours). 
Monthly m.Prlin.n.% and new^lein-r 

HI M U CHID S BIT USER 
GROUP 

Contact David Taylor, 60 Sleven holme 
Crvvcenl, Bestwood Park. Nottingham, 
NG5 5|W. Tel. 0602 20973S. 6-bJl local 
users only 

KC) CI KM I MOUTH AND POOLE 
ATARI USER GROUP 

Contact Colin Hum. 24 K, WimlKirne 
Road r Oakdale, Poole, Dorset, 5T, 3-bit, 
hardware and sultwarc development. 

BURY ST. EDMUNDS USERS 
GROUP 

Contact Gary Brummage. 22, Ridley 
Road, Bury St. Edmunds, Suffolk, [PJ1 
HIS. Please send SAE for details. 



FaST (Fast ST Basic Users 
Group) 

Contact Simon Rush, 42 York Road, 
Rayleigh, Essex. SSb fiSh. rulorlak in 
Mum., mill 6H000 SAh h>i full di-hiik. 

FLOPPVSHOP ST 

CaittaiCl Steve Delaney. 50, Stewart Cres- 
cent, North Held, Aberdeen, AB2 5SR. 
Tel. 0224 691824. 

The GATEWAY CLUB 

Contact Phil Herberer. 164d Radcliffe 
Road, Lakenheath, Suffolk. Tel. (Erfs- 
well) Z.ifri. All computer club wnh A turi 
section, Meets once a month. 

LACE (LONDON ATARI 
COMPUTER ENTHUSIASTS) 

Contact Glenn Leader, 143 Richmond 
Road. Lertonstone. London. Ell 4BT. 
Tel. 01 556 0395. XL.XE, ST users. Great 
newsletter and PD library 

LUC'S (LEEDS USER GROUP) 

Contact Dave on 0532 717712 anytime. 
1050.. BIO, cassette users welcome. Send 
SAE to P.Cl box TR7. Leeds, W. York* 
1512 5PG 

MACCLESFIELD COMPUTER 
CLUB 

Contact Peter Solomon. Tel. 0625 207B2 

fvenniys uml wi'i'ki'ncJs. All < nmriijliT 
l lull will-. Akjti si'Liion Mc-t'ts turl- 
nfghlly. 



MERSEYSIDE ATARI CLUB 

Contacl Mike Lynch, 24, Qakdene Road r 
An field, Liverpool, Meiseyside. L4 2SR. 
Tel 051 264 8435. ST ONLY. Regular 
meetings, newsletter and mare. 

NORTHERN ITALY ST LAMS 

Contort Curio Biunchini, Viult Argonne 
12 r 27100 PA VI A, Italy 

ROCHDALE A l A Kl t O MOO- 
TER ENTHUSIASTS (R. A.C.E.) 

Contacl The Secretary, P.O. Box I, Roch- 
dale. t.pncsOU2 8TQ. SAE appreciated. 

All Atoris, mwtinys ti >n ri i y h 1 1 y 
SIGATARI 

Contact Glenn Leader. 143. Richmond 
Road, Leytonslone, London, El I 4BT. 
Tel 01 556 0395. For those interested in 
more unusual applications. 

STARLIGHT ATARI CLUB 

CViOUKI Ito'iuyUjS Wlh idi ch i , H, hthi'mrd 

Rood, Peckham, London SE15 1RU, Tel. 
01 639 3109 after 5 pm. Members with 
disk dnves (8 bit). 

ST CLUB 

Contact Paul Glover, P.O. Box 20 P Hert- 
ford, S13 8NN. Mall only(?>. Worldwide. 

VTB AT AH! COMPlfll H CLUB 

Conlurt Christian Delaborre, HeKstruiji 
7. 9050 Evergem. Belgium. Tel, 
091. .'26 29.29. For Xl.XE.ST. Organised 
talks, visits etc. 



WORLD ATARI PENPALS Int. 
User Group (WAP) 

Contact Max Terveen, Mogerhorst 8, 
Alphen a/d Rj|n. 2402 LP, The Nether- 
lands lei. 01720 IS.SKi. Members in 
USA, Canada. France. U.K., Greece, Ger- 
many, Saudi Arabia. Have circulating, 
disk («-hi1 and 5T) Mail only 



There 'a a bit of room here 
for a couple more User 
Groups. Are there any 
others? 



Do yew »x?nf orfif r> tv know abwt\ your 
group? Send details as above ONLY 15 
words max. on Members!} on a pioin sheet 
of paper headed RESOURCE FILE - USER 
iMJUrs. That's afJ you ael! We wit not 
t>uhi\sh any other details wen as meeffna 
'■rrif urr:J < Wnrf !c, , hu;.M^i Ij-Jri :.ti" 
,\(tfnerjne rifNiwrrvj^r' ttt hrjffr/^e firry 



BBS 



Nom^: GAM LING AY TBBS 

Number 0767 50511 

Hours: 24 Hours 

Baud: 300 - 2400 

Features,: Atari £IG «nd program 

library 

Name: THE VILLAGE 
Number 01464 2516 
Hours: 24 HoursfV days 
Bund: V21, V22, V22BIS r V23 
Feo lures: S bit area, ST area, CP/M 
area 

NurtU': CNEOMATIQUE 

Number: 0001 764942 {Dublin) 

Hours: 24 Hours 

Baud: 300/300 und 75/1000 

Features: ATARI SIG and program 

library 



Name: CHARLY 
Number: 0451/31642 from Ger- 
many 010/49/451/31642 from 
England 

Hours; 24 Hours/7 days 

Baud: 300, Snl 

Features: Atari fl-bit and ST areas. 

P.D. software. Some German 

required! 

Name: THE ARK 
Number: 021 353 Z5486 
Hours: 24 Hours/7 days 
Baud: 300 or 1200/75 
Features: 8 bit with Downloads, 
hints, swaps etc. 

Name: CRYSTAL TDWER BBS 

Number 01 8&6 2813 
Hours: 24 Hours 
Baud: 300 to 2400 
Features; Atari section which 
needs your support! 



N i J m* I EEL ti NO ME. A t E LO M L 

Number 01 888 8894 
Hours: 24 Hours/ 7 days 
Baud; V23 viewdata 
Features: ST area frame *1632.0# 
SI Babble starts on Irame 
* 1632.9* 

Nam*': CHABHS 
Number 021 430 3761 
Hours; 24 Hours/dnNnd ihurs- 
dtivs 

Baud: 300 

Features: ST/8 bit, Email to USA 
and Canada 

Name: LEICESTER CENTRAL 

Number: 0533 700914 
Hours: 24 Hours 
Baud: 300 and 1200/75 
Features: 8 bit area and ST area 



PAGE 6 reserves the right 
to delete any entry from 
this feature for any 
reason. Inclusion does not 
imply any endorsement 
by PAGE 6 and PAGE 6 
can accept no responsibil- 
ity for the accuracy or 
completeness of an entry. 
Please tell us If you find 
any entry out of date. 



PAGE 6 ACCESSORY SHOP 




BOOKS, DUST COVERS and P.D. SOFTWARI 

HUNDREDS OF ITEMS IN OUR FREE CA TALOG 




0 
0 
K 
S 





Just a few of the books in stock for both XL/XE and ST 



XL/XE 

PUBLIC DOMAIN 



DUST 
COVERS 



ST 

PUBLIC DOMAIN 




The largest selection of PO sof- 
tware available anywhere - 
prices from C2.50 



DISTRIBUTORS for 
FASTER ST DISK 
ST NEWS 

The World's best disk based 
ST magazines 





We were doing Public Domain 
for the ST long before the others 
• why buy our software from 
someone else when you can buy 
the best direct? 





Every imaginable 
dust cover 



P.O. BOX 54, STAFFORD, ST16 1 DR, ENGLAND 

Telephone 0785 21 3928 Catalog HOTLINE 0785 57005 



